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The Final Challenge 



Launching soon on: For mail order enquiries please write to: 

Spectrum £7.95 NMC Limited, PO Box 67 

Amstrad, Commodore tape £8.95 London SWll IBS 

Amstrad, Commodore disc £14.95 or call on 01-228 6730 



















Its Centre, The Queen; Your Mission, Search and Destroy, its What 


TAPE 

£9.95 


I SPECTRUM 
1 AMSTRADCPC 



Firebird is a Registered Trade Mark of British Telecommunications pic. 


HIVE 



FIREBIRD SOFTWARE 

FIRST FLOOR, 64-76 NEW OXFORD ST., LONDON WC1A IPS 


AMSTRAD DISC 

£17.95 


MAIL ORDER 

Please state name of game, machine, cassette or disk and quantity required 
Enclosed crossed cheque/PO made payable to FIREBIRD SOFTWARE All 
offers are subject to availability. Orders are despatched promptly. All prices 
inclusive of VAT and postage 

MAIL ORDER: AUNTIE KAY, *FREEPOST FIREBIRD, FIRST 
FLOOR, 64-76 NEW OXFORD ST., LONDON WC1A IPS. 

____ *No itamp required. 
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(and keys) to infinite lives 
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tech and films. . . : 
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RIDERS GO FULL CIRCLE 



SHOCKWAY RIDER 

• • 

SPECTRUM £7.95 
AMSTRAD & COMMODORE £8.95 


FASTER'THAN* LIGHT ftl faster than light, carter follis group of companies. 

SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021 557 2981 (4 lines) 












Iwrite stuff... 


IF you reckon we’re talking rubbish 
don’t just stand there ... 

Tell us what your think. 


i 

I 

i 



Bobby Bearing 
The Edge 

Y OU gave this five 
stars - I wouldn’t 
give it two. On 
first loading, the game 
seems to have great 
promise. The loading 
screen is one of the most 
original I have ever 
seen. Even the control 
selection has its charm. 

However the game 
itself is its least appealing 
part. Once you have 
worked out how to 
control dear old Babby 
the game becomes one 
monotonous screen after 
another. True, the 
graphics are very good, 
but there seems no point 
ot the game after you 
have spend 20 minutes 
searching for your elusive 
cousins. Some of the 
screens pose interesting 
problems but most are so 
repetitive as make this 
game one where you play 
it once and leave it on the 
shelf to collect dust. 

Very difficult to say any 
more but just one final 
note - today all games 
should be able to work 
with most peripherals 
especially those that have 
been around for some 
time. 

However, watch out , 
this one refuses to work 
point blank with the Ram 
Turbo interface 
attached! 

David Powell 
London 


War 

Martech 

W ar is a space 
shoot-em up, 
and wait, don’t 
just say “Oh no, not another 
one of them.” It’s not. This is 
one cool game. 

After loading, you get a 
menu which is scrolled up or 
down according to hwat you 
want to do. You can get from 
the menu, Start, that’s 
obvious; Ship Status, this 
hsows your ship in a window 
at th etop right-hand side of 
the screen with the number if 
lives you have left. Score, 
shows your score in the 
window. The other things oin 
the menu are all things you 
can buy with hard earned 
points, they are Extra Ships 
and a variety of weapons. 



Play takes place in a fairly 
small part of the screen. It is 
only just big enough but 
because there is a very good 
picture taking up the rest of 
the space, it is all right. You 
look down on the game so 
you can see the top of your 
ship, enemies etc. 

The enemies ofd the first 
level include spinning barrels 
these should be blasted; 
revolving rectangles cannot 
be harmed by you, so get out 
of their way, and ships similar 
to your own attack in 
formation, but luckily they 
don’t fire. There are ground 
obstacles, but not many. 

War is fast and furious, has 
great graphics and 
backdrops and is addictive! 

Richard 

Harrison 

Hertford, 

Hertfordshire 


Super Cycle 
US Gold 


S uper Cycle from US 
Gold is similar in 
presentation to Atari 
Pole Position only it has 
motor bikes instead of cars. 



Another difference is Pole 
Position is a good game 
whereas Super Cycle would 
be bade even if it were a 
budget title. 

The collision detection has 
to be the worst that I have 
ever seen. You can drive 
through the other riders 
without crashing. The only 
time that you can crash is by 
hitting the road signs and 
even then you have to do this 
on purpose. You would be 
better off buying Speed King 
2 by Mastertronic and use the 
change towards another 
game! 

Noel Wallace 
London 


Stick your comments on paper, HU 






in and cut out the coupon below and 
send it in ... 

And if you don’t send us your 
picture - the sillier the better - we’ll 
have to print a picture of a slug 


Scalextrics 
Virgin Games 
(Leisure Genius) 

I have to write to say 
how megafab Scalex 
tries is. Its even better 
than sliced bread. With a 
choice of over Hfteen pre¬ 
programmed tracks and an 
option to design your own 
course. The part I like is 
being able to race your 
friends and totally bum them 


Super Soccer 
Imagine 

T his game is a crack¬ 
er. 1-8 players can 
play this game and 
you can play it in a knock 
out competition. When I 
first played the game I had 
to get used to the speed, 
energy and the force of the 
shot. You also have to get 
used to the degrees 180 and 
360 etc. The first time I 
played I was beaten 13-1 
but having got more used to 
it I can win now. You set up 
you’re own free kicks and 
comers but I haven’t scored 
from a diving header. 

Darren Hoare 
Leighton Buzzard 
Game Choice: 

Ikari Warriors 


Nightmare 

Rally 

Ocean 


The Goonies Datasoft 


I waited ages for this to 
be converted to the 
C64 (boo, hiss) and it’s 
terrible. 

The idea is to find one- 
eyed Willy’s pirate ship, find 
the treasure and save your 
family’s home from 
foreclosures. 

You control two 
characters, which change on 
each screen, separately. The 
idea of having two players 
being above to control a 
character of the geime is the 
tune. Yes, amid Spectrum’s 
bleeps there is a toe-tapping 
tune lurking which grabs you 
instantly. 

With only eight screens 


and one rate, this game is 
definitely not worth £7.95. 

Now let me say something 
about the game packaging. 
The hint sheet is the worst 
presentation I have ever 
seen. It looks like a very 
badly photocopied piece of 
paper with drawings of the 
characters drawn on. 

No way the Christms No 1. 
Buy another game! 

Simon Norton 
Cheadle, 
Cheshire 
Game Choice: 
Colour of Magic 


Stefan Nokes 
Dunston 
Game choice: 

Aliens 


I thought Nightmare Rally 

was better than your 4- 
star rating. It’s weird 
and wonderful controlling 
your super rally car and 
trying to reach the target 
score for each stage 
without destroying the car. 
EAch stage is filled with 
obstacles some useful - 
which you pick up - and 
some dangerous and 
picking up Psi symbols 
adds gadgets to your car 
like turbos and hyperspace 
gizmos. 

If you’re a driving game 
buff buy it. It’s excellent. 
The only thing wrong with 
it is the sound! 

Mark Dawes 


Zoids 

Martech 

O n first appearance 
this is a game for 
the youngster, but 
it is really a very good 
strategy/combat game. The 
graphics are adequate, but 
the game itself needs a lot 
of thought. It’s icon-driven 
with the combat screen 
central, messages appear in 
small boxes in the comers 
of the central screen. 
Progression through the 
different Zoids is difficult 
although the game Save 
routine is very useful. Well 
worth buying! 

C L. Kearns 
London 


off. I cannot find one fault 
with the game. In other 
words its just truly, truly, 
intergalactically, megafab. 
If you haven’t got it get it 
and get it now. Well done 
Leisure Genius. 
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Zub 

Mastertronic 

I agree entirely with 
your review of Zub the 
game is excellent. It 
has one of the best sound¬ 
tracks ever produced by a 
spectrum (onl28K). Making 
Zub leap from platform to 
platform is great fun and is 
also highly addictive. The 
graphics are simple, but 
neatly done all the same; 
and everything is animated 
very nicely. 

Even the way your ener¬ 
gy level is displayed is ori¬ 
ginal. A picture of Zub gra¬ 
dually decreases when an 
alien gets to him to reveal his 
skeleton and the in end he 
collapses in a pile of bones. 
At £2.99 the game’s a give¬ 
away. If you don’t know what 
to buy with your next three 
pounds get this, you won’t 
regret it. 

Scott Hall 
Dalkeith 
Game Choice: 

Ikari Warriors 


Molecule Man 
Mastertronic 

G reat!!! Knight Lore- 

type graphics at 
£1.99!!! What a 
shame about the game. The 
screen is cluttered, hiding 
objects and it is only a maze 
in 3D really. Sound is 
horrendous — no tunes but 
just bleeps, and the way the 
cute Molecule Man moves is 
so slow! 

You seem to be the only 
moving thing in the maze as 
there are no nasties. Perhaps 
this is a good thing because 
when there is animation in the 
scenery, the game gets even 
slower! This makes it even 
easier not to walk into walls, 
reducing your energy. 

The only hard thing is 
finding money to prolong the 
game but you soon stop 
wanting to do that! 

The maze designer is okay, 
but it takes ages to do 
anything with it . You’ll soon 
find the whole thing boring 
and montonousH 

Dales Pearce 
Leeds 

Game Choice: 
Jewels of 
Darkness 


Glider Rider Quicksilva 

have completed the game 


G raham Taylor was 
right about Glider 
Rider; every 128 
owner should have it. The 
sound is amazing, the 
graphics are very good, and 
the game is not so difficult 
that I ever want to give up. I 


Uridium 

Hewson 


★ 


T O me Uridium is one 
of the most exciting 
games out of the 
Hewson stables. This game 
is one of the most smoothest 
scrolling shoot-em-ups and 
is an excellent conversion 
of the commodore machine. 
I really think that this con¬ 
version is better than the 
original as it is better in 
every way except for the 
sound. 

A worthy conversion 
from Andy Braybrook. 

Anon 

London 


many times, and I still often 
go back to it, to try and 
preserve more energy. 

I didn’t like Jon Riglar’s 
solution, though. The reac¬ 
tors were numbered in a 
completely illogical way, 
and number 4 can be des- 

Trivial Pursuit Domark y 

A game like Trivial 
Pursuit which can 
get my decidedly 
computer-hating family sit¬ 
ting amicably around the 
Spectrum, deserves a gold 
medal. 

It’s an improvement on 
the board game; you just 
relax in a chair and let the 
joystick do the work. The 
computer works out all the 
possible moves and the 
table which shows up a 
players weak subject is in¬ 
valuable in the final stages 
of the game. 

The graphics are enter- 
♦aining and I like the way 
the sound of the TP charac¬ 
ter can be eradicated if it 
gets annoying. Overall, a 
well thought out program 
which should appeal to all 
age groups. 

Judy Falkner 
Crowborough 
Game Choice: 

Deactivators 


Napolean 

War 


iroycu wmi xiv» w. w.— ■ 

gy, simply by leaving it ’till 
last. This enables you to 
complete the game with 
well over 90 energies. 

Justin Giogetti 
Huddersfield 
Game Choice 

Trivial Pursuit 


A t last a wargame 
with artillery. The 
game handles well, 
the cursor is not dificult as 
some reviewers have said. 
It could be a hard game for 
beginners but for the harde¬ 
ned player it is a good 
realistic struggle. 

All in all well worth tak¬ 
ing a look at. 

Stephen Dyer 
Redditch 
Game Choice: 

The Archers 


Glider Rider 
Quicksilver 

W hat do you mean 
when you rated 
Glider Rider 5 
out of 10 in your November 
issue (??) I think this game 
is brilliant compared to 
others you have rated 8 and 
9 out of ten (????). The 
graphics and playability 
are great too. I don’t know if 
anyone else agrees with 
me. Also I would like to say 
the price isn’t bad either is 
it? 

Andrew Webster 
Doncaster 
Game Choice: 

Jail Break 


Firelord 

Hewson 

I found Firelord to be a 
cross between Star- 
quake and Sabre Wulf. 
The effects when Sir Gala- 
heart bites the dust are 
lovely. The chink of metal 
has been perfectly recre¬ 
ated. I also found keyboard 
play and animation to be 
super smooth. I’m still 
trying to become better 
than a peasant. At £8.95 the 
game is easily well worth it. 

Daniel Jones 
Burgess Hill 
Game Choice: 

Top Gun 
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Kung Fu Master 
Ocean 


I think Kung Fu Master 

is a pretty game. All 
that needs doing is 
getting more detail on the 
men and making the colour 
much better. The music is 
brilliant from the beginning 
to the end which makes it 
enjoyable. When I first 
bought the game the load¬ 
ing picture was good and 
the game started surpris¬ 
ingly well. The colour and 
detail I must say were poor, 
but everything else were 
good. If I was you I would 


Breakthru 
US Gold 




say Kung Fu isn’t totally 
rubbish. With a little more 
thought this game would be 
turned into the Commodore- 
style of game. 

Srinu Kumpatla 
Newcastle 
Game Choice: 

Footballer of the 
year 




Galvan 

Ocean 

W hy, oh why did I 
buy this game - 
its useless. In 
November’s issue you gave 
it four stars - far too high, 
one star is more like it. The 
scrolling is the worst I’ve 
ever seen - it judders and 
jerks all over the place. 
When Galvan goes under¬ 
water the colour clash is 
awful. Galvan is grey and 
the background is bright 
blue - yeuch! 

The only nice effect in 
this game is a) when the 
alien splatters all over the 
place and b) when Galvan 
shoots his ‘blue beam’ gun. 
Apart form that, Galvan is a 
game of budget quality. 


Philip Sheppard 
Londonderry 
Game choice: 

Cobra 


H ow can Jim Douglas 
give this four stars? 
It’s dreadful. £8.99 
can buy so much quality 
these days. It’s good as a 
budget price though. Its 
hard to complete eh? No 
siree, just keep your Anger 
on Break/Space. The car 
will jump across water, 
then air, you name it! When 
you get to the end, there is 
no sign of a plane, it just 
goes back to the title 
screen. The graphics are 
OK in some places but the 
men are smaller than the 
bullets they fire. The sound 
is dire and the map is hard¬ 
ly much use. All in all 
another bad one from US 
Gold. Steer Clear. 

Matthew Hall 
Heywood 
Game Choice: 

Academy 

Super Soccer 
Imagine 

I MAGINE’S Super Soc¬ 
cer has the things 
which would have 
made Match Day a true clas¬ 
sic. Such features are the 


practice mode, tackling, 
freekicks, penalties, send¬ 
ings off etc. But unfortun¬ 
ately it also has some bugs, 
eg the ball goes through the 
goal posts, the ball can get 
stuck in the posts etc. 

To it’s credit though it has 
good player control, enabl¬ 
ing you fast - slow running, 
dribbling and chipped or 
driven shots. Goalkeeper 
control is also available to 
the player. 

The pitch itself is quite 
large, although during 
practice it is quite easy to 
get the ball stuck in the 
screen borders. 

The sound is good at the 
beginning, with a tuneful 
rendition of ‘Match of the 
Day’. But in the game sound 
is just the refs whistle. 

Overall, Match Day still 
reigns supreme with Super 
Soccer a very close second. 

Patrick Walsh 
Slough 

Game Choice: 

Nosferatu 


write stuff... 



Thanatos Durell 


A fter reading a rave review of Thanatos in a certain 
other magazine I went and bought it. It was marvel¬ 
lous. The plot is no revolution but the way it’s carried 
out is incredibly original. Your review ‘entirely original’ etc 
buy my satisfaction turned to horro why? Four stars? Your 
reviewers constantly moan at lack of plot or originality yet 
when they get it with marvellous graphics et al, they knock it 
down. Surely it should have got a classic. I heartily recom¬ 
mend it to anyone who likes arcade games and its definitely 
better than Tarzan, W.A.R., Infiltrator and Camelo?^!varriors all 
of which got four or five stars. 

PS I never used the words “ace” “fab” or “brill” in my review, 
my name isn’t Baldock and I don’t use lots of PS’s but I hope 
you still print this. 

Mathew Turner 
Stockport 
Game choice: 

Unit of P.P.W. 


Firelord 

Hewson 

his looks a bit like 
Sebra Wulf but is 
much more 
enjoyable and 
tremendously addictive. 

You’re a knight rushing 
around a magical land 
searching for magic charms. 
You may pick up various 
items which replenish 
energy, fire-power and so on. 

The first item to look out for 
is a Fire spell. This enables 
you to shoot at the other 
characters which get in your 
way and sap your energy. 
Without it you cannot trade or 
fire. 

Trading is a unique feahire 
of the game and is cleverly 
done. Basically you swap one 
of your spells on offer. This is 
a clever way of obtaining vital 
items without being too 
helpful. 

In gengeral, the game was 
very enjoyable and, although 
slightly lacking in originality, 
tremendously addictive. And 
it should take many moons to 
completeB 

Darren Janies 
Anglesey, 

North Wales 
Game Choice: 
Glider Rider 



Dragon’s Lair 
Software Pro- 


I very much agree 
with your review of 
Dragon's Lair by Soft¬ 
ware Projects. The graphics 
are very average, not up to 
todays standards and the 
gameplay is even worse, 
harder than the original and 
the multi loads just make it 
worse. I think Software Pro¬ 
jects made very little effort 
converting Dragon's Lair 
and knew the ardent games 
player would buy on im¬ 
pulse rather than wait for a 
review of a very average 
game. I’m sure there’s a lot 
of disappointed owners of 
Dragon's Lair, and I’m one of 
them. 

Wayne Amos 
Aberdare 
Game Choice: 

Aliens 



S uspense, suspense, 
eeeyyourr, zap-zap, 
ho s**t, aaaarrghll 
This is what I thought of 
the game Aliens by Electric 
Dreams. It’s just what you 
said in your review, it’s 
brill, fantastic, I love it! The 
graphics and the animation 
for the creatures is coming 
for you, so all you out there 
in magazine land go out and 
get it you’ll love it! 



David Sully 
Crowborough 
Game choice: 

Nemesis 


E very so often — weU very often actuaUy — you write to 
tell us that we know nothing about anything and insist 
that some program we trashed is actually the best game 
ever. Conversely you blast us for saying some thin g is great 
that you absolutely loath and detest. 

Enough is enough. We can’t take any more, if you think 
you’re so clever you write the damn magazine. We mean it! 

Every month We’D devote a page to a selection of your 
opinons on the latest software. Don’t get mad write the 
review you think the game should have received and we 
(subject only to space) will print it. 

Now, aside from seeing your work in piint we will send 
you a crisp £10—er, cheque — with which to buy the 
software title of your choice — teU us what you plan to 
spend the money on if your review is printed. 

One request, we want to know what you look like so send 
us a picture. Any old picture will do — you at home, in Ibiza, 
in the garden, even making silly faces in photobooths we 
don’t care. 

So get cracking — write your reviews and send them 
together with the completed coupon below. 

YOUR REVIEWS 

Maximum 150 words. No swearing, libel or illegibility and 

come out of the comer fithing. Don’t beat around the bush_ 

teU us straight what you think. Send your review (or any 
recent game) plus your picture and fiU in the coupon. *send 
the lot to The Write Stuff, Sinclair User, 30-32 Farringdon 
Lane, London ECIR 3AU. 

Name. 

Address...... 


The program I would most like to buy with my tenner is. 

* Reviews supplied without full name and address will not be 
considered for publication. 
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MEGASAVE FANTASTIC SAVINGS 

5.95 Strike Force Cobra.7.50 Academy.6.75 

5.95 Vera Cruz.6.75 Deeper Dungeons.4.95 

5.95 Animator 1.7.50 Judge Dredd.6.74 

7.50 Trivial Pursuit.12.50 Sky runner.7.95 

7.95 Droid.5.95 PAW.19.50 

7.50 Aliens.7.50 Greytell .7.95 

,5.95 Shao-lin’sRoad.6.75 EastEnders.7.50 

J1.25 Leaderboard.5.95 Handball Maradonna...5.95 

Aceof Aces...6.75 Footballer of Year.5.95 Marble mad. Con. Set..6.75 

IKARIWariors.5.95 Avenger.7.50 Big Trouble in LChina. 7.95 

Xevious .5.95 Bangkok Knights.7.95 Cop Out.6.75 

7.50 Durell Big Four.7.50 Deep Strike.7.50 

7.50 Nightmare Rally.5.95 . - - 

6.75 Uridium.6.75 


YieArKung Full 
Rambo II (Cobra) 

Nemesis. 

Stole a Million. 

Hive. 

Fairlightll. 

TopGun. 

Elite, 


Little Comp. People.7.95 

Butch Hard Guy.5.95 


Silent service.... 

Sold A Million III 

WorldGames.. ..— ^ 

PaperBoy.5.95 StarRaidll.7.50 DonkeyKong.6.45 

Cholo.12.50 Impossaball.6.95 SigmaSeven.7.95 

Breakthru.6.75 LightForce.5.95 StarGlider.12.95 

Botham's Cricket.5.95 GreatEscape.5.95 SamCruise.5.95 

Strike Force Harrier.7.50 AgentOrange.6.95 Shadow Skimmer.5.95 

Theatre Europe.7.50 FireLord.6.75 Brian Cloughs football.12.95 

7.50 Elevator Action.6.95 Scalextric.7.95 

7.50 Double Take.5.95 Wib Stars.6.95 

6.75 Mag Max.5.95 Bomb Jack II.5.95 

7.50 Konami’sGolf.5.95 Stingers.7.95 

Super Soccer.5.95 Silicon Dreams 


.5.95 

.6.75 


_ , 12.95 

Terra Cresta.5.95 Shock Absorber.5.95 


Dandy. 

Spitfire 40. 

Trapdoor. 

Colour of magic, 

Space Harrior..., 

Fistll.. . 

Art Studio.12.50 Konami’s Arcade Hits.. 7.50 Annals of Rome.10.95 

Ghosts & Goblins.5.95 ShockWayRider.5.95 TenthFrame.6.95 

JailBreak.5.95 1 942.5.95 Aerojet.7.M 

SAS Strike Force ..6.75 Hit Pack Elite.7.50 HypaBall.7.95 

DanDare.7.50 AfterShock.7.50 Commando’86.5.95 

PSIChess.7.50 BazookaBill.6.75 Bugsy.5.95 

SuperCycle.6.95 Gauntlet.7.50 A Dragons Lair pt 2.5.95 

UchiMata.6.75 Future Knight.5.95 Mercenary.7.95 

TTRacer.7.50 ScoobyDoo.5.95 Samurai.7.95 

Rogue Trooper.6.75 TheLastNinja.7.95 ShortCircuit._.5.95 

GliderRider.6.75 KatTrap.6.75 BattleFiejdGermany. 10.95 

Headcoach.6.75 Express Raider.6.95 


Battle of Britain.7.50 


Postage included UK. Please state which micro. Fast Service 
Send cheque/PO to: MEGASAVE, Dept SU3 
49H Sutherland Street, Victoria, London SW1 
Mail Order only 


V. 


GOEL COMPUTER 



SERVICES 


45 BOSTON ROAD, LONDON W7 3SH TEL; 01-579 6133 

THE COMPLETE COMPUTER SHOP 



RRP PRICE 


RRP PRICE 

FIVE STAR GAMES 

9.95 7.25 

THEIR FINEST HOUR 

9.95 7.30 

DANDY 

7.99 5.80 

VULCAN 

9.95 6.75 

DEEP STRIKE 

9.95 7.25 

NAPOLEANATWAR 

8.95 6.60 

KDNAMIGDLF 

7.95 5.75 

ARTIST 2 

14.95 11.75 

THEATRE EUROPE 

9.95 7.30 

BUTCH HARD GUY 

7.95 5.75 

TRIVIAL PURSUIT 

14.95 11.25 

DARKSEPTOR 

9.95 7.20 

FOOTBALLER OF THE YEAR 

7.95 5.75 

NEMESIS 

9.95 7.20 

SUPER SOCCER 

7.95 5.75 

STARGLIDER 

14.95 11.25 

JEWELS OF DARKNESS 

14.95 11.25 

INTO THE EAGLES NEST 

9.95 7.25 

SILICON DREAMS 

14.95 11.25 

DRAGONS LAIR 

7.95 5.75 

SOLD A MILLION 3 

9.95 7.30 

TTRACER 

9.95 7.25 

BIG 4 

9.95 7.30 

GREATESCAPE 

7.95 5.75 

CITY SLICKER 

8.95 6.60 

COMPUTER HITS 3 

9.95 7.30 

COIN OP HITS 

9.95 7.30 

LEADERBOARD 

8.95 6.60 

SPACE HARRIER 

7.95 5.75 

RANARAMA 

7.95 5.80 

ANIMATOR 1 

9.95 7.25 

REVOLUTION 

7.95 5.00 

ACADEMY 

8.95 6.65 

QUAZATRON 

8.99 5.00 

ACE 

9.95 7.30 

MERCENARY 

9.95 7.25 

YIEARKUNG FOOD 

7.95 5.75 

SHADOW SKIMMER 

7.95 5.80 

W.A.R 

7.95 5.75 

KNIGHT ORC 

14.95 11.25 

C0L.4.0 CHESS 

9.95 7.25 

KAYLETH 

9.95 7.25 

TRAPDOOR 

7.95 5.75 

ACROJET 

9.99 7.30 

GAUNTLET 

8.99 6.60 

IMPOSSABALL 

8.95 6.60 

GRAPHIC ADV. CREATOR 

22.95 17.50 

SCALEXTRIC 

9.95 7.30 

SCOOBYDOO 

7.95 5.75 

THE HIVE 

9.95 7.25 

COBRA 

7.95 5.75 

COLOSSUS BRIDGE 

11.95 9.00 

FIST II 

8.95 6.60 

IKARI WARRIORS 

8.95 6.60 

AVENGER 

9.95 7.25 

DOUBLE TAKE 

7.95 5.75 

JAILBREAK 

7.95 5.75 

DONKEYKONG 

7.95 5J5 

THEY CALL ME TROOPER (128) 8.95 6.60 

WORLDGAMES 

8.95 6.60 

BRIAN CLOUGH’S FOOTBALL 

14.95 11.25 

THANATOSS 

9.95 7.25 

BAZOOKABILL 

8.95 6.60 

LEGEND OF KAGE 

7.95 5.75 

JUDGEDREDD 

8.95 6.60 

XEVIOUS 

7.99 5.80 

EASTENDERS 

9.95 7.00 

TOPGUN 

7.95 5.75 

ACE OF ACES 

8.99 6.65 

PAPERBOY 

7.95 5.50 

AGENTORANGE 

8.95 6.60 

HACKER 2 

9.95 7.25 

LiniE COMPUTER PEOPLE (128) 

9.95 7.25 

TERRA CRESTA 

7.95 5.75 

ENDURO RACER 

9.95 7.25 

UNBELIEVABLE ULTIMATE 1 

9.95 7.30 

INHERITANCE 

8.95 6.60 

UNBELIEVABLE ULTIMATE 2 

9.95 7.30 

DESERT RATS 

9.95 7.30 

GLIDERRIDER 

8.95 6.60 

This is iust a small selection from our stock. Just write the titles reqUred 

wrth a second choice and enclose Cash/Cheque/P 0 payable to Goal 

ComiLterServices, for RRP £9.95 @ 7.25, £8.95 @ 6 60, p^95 @ 5.75 

Add 750 for overseas orders per tape. All prices include delivery. Or send 

30p for List (refundable on first order). POST TO DEPT MS 


ANY OCP PLUS 80 BUSINESS PROGRAMME £19.95. OUR PRICE £9.00 

REPAIRS... .5 YEAR COVER AGAINST BREAKDOWNS FROM £32 FOR NEW COMPUTERS 


■ NOW AVAILABLE - the Official Spectrum Upgrade! 

■Turn your Spectrum into _ 
la Spectrum+for just £24^ 

H I • Prnfp^<;innal full-size kevboard “I + £1.50 p + p acces 



Professional full-size keyboard 
-includes 17 extra keys. 

Responsive typewriter-style action. 
Accepts all current Spectrum 
software and peripherals. 




Cursor controls 


Comma 


Here'S some exciting news for Spectrum owners... 

i the official Spectrum upgrade Kit. The Upgrade has everything you 
need to turn your Spectrum into the stylish new Spectrum +. You don’t even 
need an understanding of electronics, just the ability to solder a few wires together! The 
I leaflet in the kit gives clear, step by step instructions, if you’re not sure about doing it 
yourself, don’t worry. Simply return your 48K Spectrum to us and for £31.90 + £1.50 
p + p we’ll upgrade it for you. 

The bigger, better Spectrum keyboard . . . ^ 

The Spectrum + measures 121 / 2 " x 6". It has a large typewriter-style keyboard, 
with hard, moulded keys. You’ll find the new keyboard has a smooth, positive 
I action - ideal for touch-typing, word processing, simulation programs, and 
extended programming sessions. Two retractable legs give a perfect typing position. 
There are 58 keys in all, including 17 new keys. Programmers will be pleased 
to see dedicated punctuation keys, a space bar, and separate shift keys for graphics 
and extended modes. And a reset button allows you to clear a program from your 
computer's memory without disconnecting the power supply. 


Inverted comma 

The official Spectrum upgrade. Naturally your upgraded 
computer will accept all the peripherals in your Sinclair system-1 
pp— Interface 1, Microdrives and so on - as well as all Spectrum software. i 
Just as important, new Spectrum software and peripherais wiii be designed I 
with the Spectrum + in mind. So the Sinclair upgrade adds stylish looks, new 
capabilities ... and new potentiai for the future.' 

HOW TO ORDER BY MAIL ^ ^ ^ , 

1. If you require us to do the upgrade for you please send £31.90 +£1.50 p + p. Total £33.40. | 

2. Should you require the do-it-yourself kit just send £24.95 +£1.50 p -i- p. Totai £26.45. 

3. If you require your Spectrum to be repaired and upgraded to a Spectrum P'^sweh^e a 
speciai offer price of just £50.00 complete. 

Orders can be placed by using your Access card on the numbers below. ^ 
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B eginning, I received this 
letter from Paul Tunstall 
concerning US Gold's recent 
release; 

Breathru. 

^ This is the game that looks 
awful, plays even worse and 
^ probably has found it's way 
" to the corner of the cassette 
rack marked with 'Danger, 
g US Gold at work.' Paul has 
proved my point by sending 
in a way to get through 
I nearly all of the stages. To 
be honest, this does not 
. sound like a common or gar- 
" den'cheat'but more likely to 
be an Incredible bug over- 
g looked by the programmers 
as they bundled copies of 
the game into their mini. It 
B seems that when you 
choose the joystick option 
« for control and as the game 
* starts to play, you must 
move the car to the centre of 
H the screen and then keep the 
space bar held down. The 
vehicle will then start to 
B jump erratically and will 
avoid all the enemy allowing 
H the player to continue 
through all the screens and 
stages without loosing one 
I single life. To return to the 
normal state of play, you 
simply release the space bar 
B and continue on your merry 
way. However, according to 
H Paul, under no account 
whatsoever should you 


move the car to the topmost 
position or the lowest part of 
the screen. If you do this, 
your vehicle will crash. 
Again, remember this at the 
start of the game to move 
the car immediately to the 
start of the screen otherwise 
you will crash. 

Jon Rose from Bognor 
sent us some tips about 

Legend of Kage, 

^ so here they are: 

"I thought that this game 
was good except for the title 
B of course. On Screen 1 it is 
simply a matter of moving 
g from left to right as fast as 
you can whilst firing con¬ 
tinuously. When you find 
B that you have killed ten of 
the Ninjas, then stay right 
where you are and don't 
• move a muscle. Wait until 
the Dragon King (I though 




they had gone bust) 
appears, then fire at him 
making sure that you keep 
well away from his bad 
breath problem. (Eh? What's 
this div going on about? Ed) 
On Screen 2, move from left 
to right as on Screen 1, but if 
you notice any Ninjas 
appearing from the bottom 
of the screen, wait for them 
to come up if you are to the 
left of them, but jump away 
from them if you are to the 
right of them. 

Try not to jump in the air 
unless you have to, because 
the Ninjas are much more 
difficult to avoid in mid air. 


Here we are again folks with the results of yet another groovy 
and utterly fabulous Zapchat Challenge. This month was the 
turn of Uridium to take a chance in the spotlight and yet again 
you turned up trumps when sending in the necessary high 
scores. Well, the chart has been formulated and here are the 
results. 

Zapchat Big Eight: Uridium 

Name Score Remark 

1 C.Stringer 1,789,000 Very likely story 

2 R.Nixon 1,768,234 Classy 

3 C.Crooks 1,565,567 Heard of this bod before 

4 P.Rose 1,453,234 Made up 

5 A.Dean 1,231,980 What's all this 'ere 

malarky 

6 J.B06 1,112,342 Weird Name 

7 H.Howde 1,111,232 Howde partner 

8 J.Rose 1,056,890 Good Grief, not him! 

Well there you have it and C. Stringer wins the almighty T 
Shirt which should arrive at his person sometime in the near 
future (probably next May at the rate we are going here). 
Moving on to next month's chart and we've got absolutely no 
idea whatsoever which game to use. Suggestions ranged from 
the Great Escape to Terra Cognita but it was eventually decided 
that we should go for Gauntlet from US Gold. 



s Christinas becomes a distant memory, many people 
could be forgiven for thinking that the computing 
^industry as a whole has Nit a quiet spell In terms of md|or 
software releases and radical steps forward In programming 
techniques. On the whole, this is owing simply to the rush up to 
the festive season of goodwill and of rapid sates as Grand^^ 
mothers all over Britain get fooled Into buying games like 
Action Biker for little Freddie's present. 

However, anybody saying the computer industry has met its 
end 1$ wrong - recently several television programmes have 
told of how the decline of computers in the home has taken 
place and insisted the 'modern' teenager prefers to play with a 
Transformer instead of a computer. 

Total tosh, of curse, but what can you expect for TV people 
who wouldn't know a joystick from a printer. 

In this month's column we have more info on Uridium and 
how to get further than the second or third section. Also here 
are some tips on Trapdoor and Zub from Mastertonic, Not 
forgetting the all important and uttleriy wonderful 'Zapchat 
Challenge' Big Bight No. 3 with your fabulous and obviously 
made up high scores on Uridium. 


Screen 3 takes the prize as 
one of the most difficult 
game screens I have ever 
played. (No wonder as he's 
only ever played Manic Min¬ 
er!) It Is possible to play it 
'jumping jack' style moving 
up a platform and then mov¬ 
ing from side to side, but 
even then it is nigh on im¬ 
possible. Once I have man¬ 
aged to get past this screen. 
I'll send more tips, but main¬ 
ly remember that you must 
fire continuously." 

Trapdoor 

is an absolutely brilliant 
programme to watch pro- 
vided you can get home 
B from work or wherever in 
time to sit down and watch 
g it. The computer version is 
not too bad either. I've only 
ever played a pre-production 
B version and I can hardly cast 
a judgement on a game 
_ where you press the key to 
* go left and Berk (for it is he) 
goes in the opposite direc¬ 


tion. (Are you sur^about 
this, Jon? - Entire Staff) 
However, not put off in any 
way, I am still prepared to 


( 12 - 

FI 

F 

SCALEXTRIC 


Send coupon to: Scalextric 
Smash Offer, Virgin, 2-4 Ver¬ 
non Yard, London WIO 2DX, 
along with a cheque/postal 
order made payable to Virgin 
for £7.95. Offer closes March 
30. 




<> 
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print tips as long as there is a 
m^p to go wit|i thegi. 
sieptt in ! these tips Oh : a ’ 
scented piece of pink paper 
and also a great map which 
can be found lurking around 
here. 

So, without wastmq any 
more time, we at pre¬ 
sent the opening dialogue to 
Trapdoor. 

Music: “Don't you open that 
Trapdoor.. .“ 

Berk: "Hello I'm Berk" 

Cue end of programme and 
start of tips. 

Can 'o' Worms: This is very 
easy. You need 3 worms per 
can and then send them up. 
(Eh?) 

Boiled Slimies: Push the pot 


against the wall and then get 
the, slimjes. Ypu need four 
ies^^iD ro^Ct h eh:J nto:^ e-l 
pot fronn the above balcony. 
Now push the pot to the 
position where you are just 
in front of the dumb waiter. 
Let the unicyclist out of the 
trapdoor and run back to the 
pot. When the insane unicyc- 
list stops run quickly into the 
next room and he'll heat the 
pot instead of your bum 
(Eh?) Now quickly push it 
into the dumb waiter and 
then scarper up the stairs to 
pull the lever. To kill greenie 
(Aha!), lure him or it under 
the weight. Let the weight 
fall and watch the slimie 
splat. 


KEY TO MAP 

cn BUCKET- y.USEJFUL-C jOKTTAWS BOUET. 
^ TIP IT. 

0 FLAm-POT - COKmiKJS SBBDS 
@ bottle. - POK BVESALL CRUSH 
<^CAN - FOR 

(^FRYlHCi WT) FOR BSiCxS 

(Q VAT - FOFL eyeballs 
QPOT-SUMieSARB boiled IN IT 
@A WORM 

BONES - U.^OOD FOR INFO- TRY IT 
^ AND SEE} 

0BERK (yOV) 

(Tn'HI! I'M BERK'T.SHII^S-available. 

IM ALL SIZES 
LEVER FOR IKAPPOOR. 


Fried Eggs; Get the pan and 
the bullet from the bucket. 

^lle^n ^e tr^dooFanc 
when the bird flies by let him 
have it. Now you have to 
follow him into the next 
room and holding your 
frying pan, try and clamber 
underneath him. The bird 
will go up and down and 
should just miss touching 
you when it drops. In a mo¬ 
ment, the bird will lay an egg 
and it will drop into your 
frying pan. Stay in this posi¬ 
tion and collect a further two 
eggs, which makes about 
three. When you have three, 
place them in the stove until 
it flashes red. You should 


then grab them-they will be 
too hot and you will drop 


fool^ d^vn fnou^ td^ 
handle, you should place 
them back into the stove for 
a further five seconds or so. 
When you have done this, all 
that remains to do is to send 
them up. (This is getting 
slightly confusing because 
Alex hasn't had the idea to 
mention where you send 
them up to - I take it, it's the 
dumb waiter). 

Eyeball Crush: Grab the 
plantpot and tip it over. You 
will find that a paket, spelt 
with a 'c', will drop out. This 
is a packet of seeds. Take the 
seeds to the flower pot room 


@ BIRD - FOR E6^S 
0 DRUTT - FOR Z.ULCH 

0STOVE-FOR EOOS 
(( 2 ) NASTY 'ORRIO &REBN THINO WHO 
^ RJPES A UNIC YCLE and 60ES 
AROUND burning YOU- FOR PCT 
and slimies. 

@ LEVER FOR DUMBWAITER 
0DUMB \/JA\TER. 

Ci^MICKTACY^E... SORRY, CRUSHER 
^ - FOR EYEBAUL CRUSH 

@WEiC,HT- TV HULL 6REEN UNICYCLIST 
(g) LEVER - FOR VJElCtHT 
plant pot - FOR EYES 


^ NASTY 'ORRID SUMBY THINGS THAT 
■STICK, ON YOUR SKIN — BOIL 'EM] 
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and where they are likely to 
be found. So, off we go 
again with the map and of 
course the theme tune. 
Music: "Don't you open that 
Trapdoor. . . ." 

Berk: "Hello I'm Berk" 

Cue end of progamme and 
start of map. 

Music: "Don't you opdmhat 
platform??" 

Berk: "Hello, lijn'^^rk and 


you are a Berk for writing 
that last bit." Cue.end of tips 
This next tip^bmes from 
probably the oldest swinger 
in town (no offence to John 
Gilbert obviously). Dave Wil- 


mot from Bristol wrote to me 
concerning the absolutely 
wonderful game from Ml^sv 
tertronic, called 


and stand behind the flower¬ 
pot. Drop the seeds into thej 
pot and you will find fj^t 
two will miss and one wi#^e 
planted. The plant ^ will 
then grow has ej^b^^ and 
you must grab^ese and 
place them ir ^ the vat. Then 
take the bo^re and place it 
under t ^ tao and let the 
crusl^r ^^^se. Position the 
vat ^^at the vat and bottle 
^t crushed at the same 
You will now have in 
your possession a bottle of 
crush which needs Lo be sent 
up. 

Alex has also a map of 
Trapdoor that shows the 
variety of monsters that are 
encountered in the castle 


^ "I bought ZUB on the 18th of 
December and completed it 
on the following day which 
■ is not bad going for a 39 year 
old. (Any advance on 39?) 

H j Anyway, I have sent you a 
map showing the top three 
platforms on each planet 
H and also where each plat¬ 
form will take you. (Train 
leaving at Platform 3 is 
H bound for Clacton, that sort 
of thing.) However, the way 
H you get up to these plat¬ 
forms Is totally up to you!" 

Quite self-explanatory I 
H think. 


V HO[/£MBtJr OF C/Z£A7VR£S OK 
POSSIBLE MOi/EMEMT OF LEVERS 
AND IMBCiHTS 




\ 
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The answer to the 
Spectrum-users prayer 

thedlSdPLE 


AVAILABLE NOW! 


the all purpose interface to take 
your Spectrum to the limit 


DISK INTERFACE 

★ Allows up to 1.6 Mb of storage on 2 drives 

★ Loads a full 48K program in 3.5 seconds 

★ Simple Basic Syntax 

★ Compatible with any standard drive - single or double 
density, single/double sided, 40/80 track, 3', 3V2", 5Va'. 

SNAPSHOT BUTTON 

Saves any program instantly - at any point you wish and 
as often as you like. 

PRINTER INTERFACE 

★ Compatible with the whole range of Centronics Parallel 
printers. 

★ Uses normal Sinclair commands - 
LUST, L PRINT, COPY 

★ Permits user defined and screen graphics. 


DUAL JOYSTICK PORTS 

★ Sinclair and Kempston compatible. 

NETWORKING 

Operating system allows Disciple to act as file server, 
shared access to printer and disc drive for up to 64 
Spectrums 

★ Interface 1 Compatible 




Use the disciple with any Spectrum - even the new Plus Two model. 


thedlSdPLE 


the ultimate disk, printer, joystick and network controller for the Spectrum £ 83.35 (me VAT) 

Designed by Miles Gordon Technology for Rockfort Products (a trading division of Vignesh Ltd) 


FABULOUS PACKAGE PRICES 
Disciple/Drive from £155. 
Disciple/Drive/Printer from £325 
Por more information call us 
on 01-203 0191 or visit our 
London showroom for a 
demonstration 


To: Rockfort Products, 81 Church Road, London NW4 4DP d, c 

Please send me POST FREE..(Quantity) DISCIPLE Interfaces 

(CL £89.95 each, including VAT & P&P. 

I enclose CHEQUE/POSTAL ORDER for £ 

OR debit by ACCESS □ or VISA □ (tick as appropriate) 


CARD NO 


EXPIRY DATE.. 
SIGNATURE.. 


NAME (Block Capitals).. 
ADDRESS. 


..Postcode.. 


Overseas orders and trade enquiries welcome. Telex 946240. Ref. 190-12450 
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lissl®» Inf®: Redl Dawf® 


s<ist€W: Betel 9wese 

s»n: Ke 4 Ciant tiiS) 

Planet: fith - Eventide 

Metes: Nii 9 e Red sun 
dominates si(<i 
naMinf l~R useless 


iknit i 
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US Gold turn out some very 
ropey stuff- with the excep¬ 
tion of Gauntlet, of 
course. However, I've got to 
admit that their 


Infiltrator 

^ looked mildly interesting. 
So, when a letter from M 
Harvey of Somerset arrived, 

■ I though it might be worth a 
look M. Harvey says: 

_ "I completed US Gold's 

* Infiltrator a long time ago in 
December. At the end of 

g each mission the message 
'You have completed your 
mission and the enemy have 
I apparently re-fueled your 
ship and they even polished 

— your chrome work' appears. 

■ The first ground mission is 
to simply photograph the 

m enemy warplans. The 
second ground mission is to 
rescue Doctor Phineas 

■ Grump and destroy the 
enemy ICBM launch and 

— tracking system. Finally, 

* when you have successfully 
destroyed the last target, 

^you will go back to the 
start." 

Another fabulous game 
I that seems to be doing quite 
well is 

Academy. 

^ This game would rank as 
numero uno if I was allowed 
to choose a game. Because 
I there are twenty missions, I 
am hardly going to be able 

— to give you tips on every 

* one, and so to kick off I'll 
take a look at the first four 

H that are automatically 
loaded into the memory with 
the main program. 

I Mission One: If It moves. . . 

You need to blast every- 

— thing in sight to accumulate 
“the necessary 100%. It is 

often best to design your 
g own skimmer straight from 
the start. You will need to 
see when the fighters are 


zap you to pieces. The best 
method is simply to go slow, 
targetting all the time, and 
when the fighter gets into 
range, to stop completely. 
This stops any attacking 
fighters from surprising you. 
Mission Two: Red Dawn. 

You need to carry at least 
four delay bombs at a shot 
and also a jump unit to go 
from target to target. The 
best route now is to charge 
at the targets and fire your 
anti-missile missiles to des- 


Academy 


after you, so you have to 
choose from a certain 
amount of flares or to buy 
the Infra-red system. Perso¬ 
nally, I prefer the flares be¬ 
cause the infra red seems to 
distort the whole vision thus 
causing trouble. Also, when 
you see something on the 
scanner, for goodness sake 
don't go charging on at the 
target because you'll find 
that loads of other fighters 
will suddenly appear and 


I 
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THE CALL ME 
TROOPER 


Send coupon to: They Call Me 
Trooper Smash Offer, CRL, CRL 
House, 9 King’s Yard, Carpen¬ 
ters Road, London E15 2HD, 
along with a cheque/postal order 
payable to CRL for £6.95. Offer 
closes March 30th, 1987 


o 


c> 




troy any robot missiles. 
When you are at full speed 
and are heading right beside 
the robot factories drop a 
delay bomb and run for It. 
Provided you get away in 
time you will get rid of any 
target and succeed in your 
mission. 

Mission Three: Meltdown. 

By using delay bombs, 
you have to locate and des¬ 
troy the reactor within fif¬ 
teen minutes. Try to keep at 
a slow speed and avoid 
rushing Into the enemy. By 
gradually 'picking off the 
targets you very carefully 
creep up on the reactor and 
can drop a delay bomb to 
destroy It. Provided you des¬ 
troy the reactor and also any 
fighters within the time allo¬ 
wed, you can get around 
93% and successfully com¬ 
plete the mission. 

Mission Four: Softly,softy. 

Thi.s is perhaps the har¬ 
dest of these four missions. 
You have to steer your skim¬ 
mer very carefully through a 
minefield which Is littered 
with fighters and anything 
else Pete Cooke could dream 
up. Again, the best tactic Is 
to go dead slow and 'feel' 
your way through it. Stop 
every time a fighter or other 
nasty gets too close and des¬ 
troy them before carrying 
on. Success is judged on the 
time you take to complete 
the mission and arrive back 
at your GLV unit. Whatever 
you do, don't crash Into a 
mine because your energy 
level will be drastically re¬ 
duced. 
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fling er. .lumps of er. . stuff 
at the fighters. The other 
weapons are rather more 
difficult to control. On the 
second screen you have to 
move a little faster, and be¬ 
cause the fighters also move 
a little faster, you will not be 
free to spend a lot of time at 
the top of the screen. The 
fighters with the pigtails are 
very hard to kill and also to 
avoid, so it's them it is best 
to leave them until all the 
others have been killed and 
use one of the 'special' 
weapons on them. Screen 
three seems to be identical 
to screen one and it is quite 
easy to complete. Never 


Perhaps the least 'raved' 
over game released from 
Ocean is 


Nightmare Rally 

A However, obviously a good 
few people actually went out 
and bought it because this 
H month I've received loads 
of letters concerning it. 
H Gary McDougall and at least 
" six other people wrote to say 
that it has a tremendous bug 

■ in it. If you press the letter Q 
and Symbol Shift at the 
same time then when the 

® game starts you will see that 
it is just like normal except 
H that when you press the be- 
forementioned keys the 
speedometer dial will spin 
I dramatically and you will 
zoom off at over 160 miles 
_ per hour! 

* Also according to Gary, in 
part two of the game (the bit 
g with the purple floor) try 
reversing, then later go for¬ 
ward whizzing past every- 

■ thing at over the 160 mark. 


H game. Anyway, when you 
are playing it, grab a coin 
and with this hold down the 
I keys M and N. Now, with 
your free hand (if you have 
. any hands left) press the 
™ Space Bar. Doing this suc¬ 
cessfully will activate the 
g cheat facility and this in turn 
will slow the game down 
and you will be able to get 
I somewhere. According to S, 
you will find that this will 
_ only work if you have your 
* joystick connected. 


™ That's it for another 
month. Next month we will 
g hopefully be bringing you 
the new Zapchat Challenge 
Chart for Gauntlet and, of 
I course, some more great 
maps in Mapchat. Look out 
M for tips on Double Take, De- 
* fcom and much, much 
more I ■ 


T Shao-lin's Road 


A Cobra 

Start the game by standing 
like a fool outside the lift as 
this can cause problems 
when you come to try and 
survive. Finally, if you have a 
QuickShot Two, don't play 
with the autofire switch on, 
as this affects your ability to 
move and to kick at the right 
time. 

On to a completely foreign 
subject and a letter from S 
Sharpe who likes to remain 
anon in case the tax men 
find out where he has 
moved to. He wrote to say 
that there is a cheat facility in 
Ocean's latest magic release 


Cobra. 

^ The game itself has not been 
_ mentioned before in these 
™ pages and therefore this 
cheat should be of great in- 
H terest to those who have the 


Whatever you want 
to say, say it to: Jon 
Riglar, Zapchat, Sinc¬ 
lair User, 30-32 Far- 
ringdon Lane, Lon¬ 
don EC1R 3AU. 


lONRWlARS 

IZAP 

\CHAT 

Being of a generous na¬ 
ture and a bit of a fool, Jon 
has also bought the Edge's 
martial art program 

Shao-lin’s Road. 

^ "Play it with a joysitck, 
because on my copy at least, 

■ you are unable to redefine 
the keys. As they aren't sta- 

g ted in the inlay, you could 
spend ages searching the 
whole keyboard up and 

■ down for the necessary con¬ 
trols. The worst thing about 

_ the whole game is the fact 
" that the keys are unrespon¬ 
sive and you'll take quite a 
m while getting the hang of 
them. When you actually 
play the game, the best 

■ method is to stay at the top 
platform and wait for the 

. fighters to come at you. That 

* way, at least you cannot be 
killed by fighters landing on 

I top of you. If you do get 
knocked down from the top 
platform, make sure that you 
I are not in any danger and 
then make your way careful- 
_ ly back to the top. When you 
" finally destroy all the fight¬ 
ers on level one, then you 
m will find yourself face to face 
with a much larger thing that 
is a lot tougher. The only 
I way of beating him is to kick 
him for all you are worth and 
H then run away as soon as he 

* returns. 

To obtain the special 
I weapons you need, either 
wait until a ball appears and 
then catch it or kill the fight- 
H ers that have a spot on their 
shoulders. The best weapon 
H is the one that allows you to 
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Full range of y 
f records, cassettes.] 
CD’s & video’s 
in stock 


BARRY PAUL 

67-69 Leather Lane, London, EC1 7TS 
Tel: 01 -405 1515/6078/1270 


Visit ( 
Shop Mon 
to Fri 
^.9.30-5 


PSIS Trading Company 5.50 

Leaderboard 5.99 

Fire Lord 5.99 

Footballer of the Year 5.50 

Future Knight 5.50 

Trail Blazer 5.50 

Terra Cresta 5*50 

Great Escape 5.50 

Armour of Antriad 5.99 

Xeno 5 99 

Uridium 5^99 

Judge Dredd 5.99 

City Slicker 5.99 

Shadow Skimmer 5.50 

Orbix 5.50 

Trivial Pursuit 9.99 

Any Mastertronic 1.75 

Camelot Warriors 5.99 

Hypaball 

Sky Runner 6.50 

DoubleTake 5.50 

Aliens 6.50 

1942 5.50 

Mailstrom 5.50 

Top Gun 5.50 

Hard Ball 5 99 

Fairlightll 6’50 

Kayleth 5.99 

Scaletrix 6.50 

Supa Soccer 5.50 

Colour of Magic 6.50 

Jail Break 5.50 

Graphic Adventure Creator 22.95 

Tarzan 5.99 

Theatre Europe 6.50 

Annals of Rome 6.50 


Scrabble 

3.99 

Chess 

1.99 

Monopoly 

6.50 

Pawn 

9.99 

Cosmic Shock Absorber 

5.99 

Paper Boy 

5.50 

Elite 

9.50 

Light Force 

6.50 

Cyborg 

5.50 

Dandy 

5.50 

Explorer 

5.50 

They Stole a Million 

5.99 

Yie Ar Kung Fu II 

5.50 

KonamisGolf 

5.50 

Dark Sceptre 

6.50 

Bazooka Bill 

5.99 

Xervious 

5.50 

Bobby Bearing 

5.50 

Shao Lins Road 

5.50 

Konamis Coin Op Hits 

6.50 

Gallipoli 

5.99 

Nemesis 

6.50 

Breakthru 

5.99 

Kat T rap 

5.99 

Thanatos 

6.50 

Fat Worm 

6.50 

Big Four Durrell 

6.50 

Druid 

5.50 

Scooby Doo 

5.50 

Space Harrier 

5.50 

Mag Max 

5.50 

Star Glider 

9.99 

Ikari Warriors 

5.50 

Gauntlet 

5.99 

East Enders 

6.50 

Cobra 

5.50 

Cluedo 

6.50 


Scaletric 6.50 

Eidolon 6.50 

Artist II 8.50 

Dracula 6.50 

Torbruk 6.50 

5 Star Games 6.50 

10 Computer Hits 1 + 2 or 3 6.50 

Crash Smashes 1 + 2or 3 5.99 

Ram Turbo Interface Dual Port 13.99 

DKTronics Dual Port Interface 8.99 

QS II Plus (Micro Switched) 11.99 

Comp PR 05000 Joystick 13.95 

Cheetah Mach 1 13.95 

Konix Speed King 11.99 

Archers 6.50 

Tempest 5.50 

Donkey Kong 5.50 

Legend of Kage 5.50 

Growing Pains of Adrian Mole 6.47 

Nemesis 5.17 

Fist II 5.82 

Jail Break 5.17 

Inheritance 6.47 

They Call Me Trooper 5.82 

Brian Clough’s Football Fortunes 9.72 

Bazooka Bill 5.82 

Background Noise 5.82 

Judge Dredd 5.82 

Enduro Racer 6.50 

Ranarama 5.17 

Legend of Kage 5.17 

East Enders 6.47 

Ace of Aces 5.85 

Shadow Skimmer 5.17 

Greyfell 5.85 

Agent Orange 6.47 

Little Computer People 6.50 

Into The Eagles Nest 5.85 


Make cheques/PO payable to Barry Paul. Allow 28 days for delivery. Please phone for detaiiro<T!ew7Se^!Td^t!name^T^nS 






THE ULTIMATE BACK UP DEVICE FOR ANY PROGRAM ~48K &128K 
ON ANY SPECTRUM -48K &128K — 

Just 9$ perfect 9s MULTIFACE ONE, but with extra NEW FEATURES 

i! FORMAT microdriw cartridges to lOO'K !! SAVE to tape at TURBO SPEED// 

//.... and of course - SAVE FOIL 128 K programs // ^ 

DISCOVERY '* SAVE it to TAPE (2 speeds), MICRODrI ^& 

* Most powerful and efficient compressing for fast re-loading S using minimal room on taoes disrx and 

combined w,th 100+K formatting, even 128K programs Ihould fit oZ sZiTcariri^^^^ 

OW^n X ROm 1!°8K°F?AM^ software, takes NO part of Spectrum RAM - has its 

prompts and one-touch commands: 1) Push button 2) Select function- exit/rptijm/<iaw^/ 

tape/hypirTa%1ca^ 

Z ^ extensive facilities for studying/modifying/developinq proarams 

extensibn bus^T^^ fully error-trapped, fully guaranteed, PURE MAGIC * Through 

* saved with any MULTIFACE can RUN independently (except turbo tape back-ups). 


fantastic twin bumper pack of sci-fi , 
both very intriguing and i 
witty. Travel in time baci 
before - certainly not in 


. for travellers 



A ghost town stands in the way of motorway MS? 

STEEPLEJACK can demolish it with his drill and oversized pair 
lead |n this highly fresh, original, and stylish arcade 

game. STEEPLEJACK must be very fast, crafty, alert and strong - 
a whole army of creatures and features one car 
I ghost town, so much to do. so little time left... 


Perfect Z80 DISASSEHBLER residing in MULTIFACE 128’s or ONE’s 
RAM {please state which version). 

The ONLY ONE that can freeze ANY RUNNING Spectrum program and 
disasseisble it' View, find/search, alter, dump to printer, etc. 
ABSOLUTELY UNIQUE, ingenious, educational, SIMPLE TO USE. 


The ORIGINAL OiQC; 

CA\/C AQU - -- - 


3 built-in JOYSTICK INTERFACE (Kempston compatible' 


fArMifACfj THE ESSENTIAL S PECTRUM COMPANION 


Spectrum music system for writing, edrtinq, plavina 
>T 1 USIC with real notation graphics.^ ^ 


of transferring Spectrum software 
_4utilitiesJor m’cfrive. 2 for wafadrive, 2 for Opus Disc< 


TOP SOFTWARE AT BOTTOM PRICE 


I enclose a cheque/PO for C 

or debit my Nq 

Name. 

Address. 


(UK & Europe please 
add £1 overseas £ 2) 


Z] 


MULTIFACE 128 
MUSIC TYPEWRITER 
SELENE & ANACHRONISM 


£44.95 □ 
e 7.95 □ 

Card pxnirv i-n^i-ivxnnvyiwioivi £ 9.95 0 

^ ^. WRIGGLER Amstrad/Spectrum tape £ 2.95 □ 

trans-express cartridgep diskp 


MULTIFACE ONE 
GENIE 

STEEPLEJACK 
Amstrad disc 
wafer □ 


£39.95 □ 
£ 9.95 0 
£ 4.95 □ 
£ 9.95 0 
£ 9.95 ea 


15 Hayland Close London NW9 OLH 24 hrs RTl JgJ 01-200 8870 [111 


17 





























CUT PRICE SOFTWARE 

**BEST SELLERS** 


SPECTRUM 

Stars On 128 &+2 
Legend of Kage 
1942 

Jack the nipper 

Firelord 

Bombjack 2 

Double Take 

Samurai 

HitPak 

Infiltrator 

Konami'sCoinOp 
Stole A Million 
Sold A Million 3 
Ghost & Goblins 
Butch Hard Guy 
Marble Madness 
Dragons Lair 2 
Donkey Kong 
YieArKungFu2 
Crash Smash's 3 
Super Soccer 
Durell'sBigA 
Uchi Marla 
Jewels Darkness 


RRP 

9.95 

7.95 
*7.95 

7.95 

8.95 

7.95 
*7.95 

9.95 
*9.95 
9.95 
9.95 
9.95 
*9.95 
*7.95 
*7.95 
9.95 

9.95 

7.95 

7.95 

9.95 
*7.95 
*9.95 

8.95 

14.95 


OUR 

6.95 

5.50 

5.50 

5.50 

6.50 

5.50 
5.50 
6.95 
6.95 
6.95 
6.95 
6.95 
6.95 
5.50 
5.50 
6.95 
6.95 
5.50 
5.50 
6.95 

5.50 
6.95 

6.50 
11.9 


**STAR BUYS** 


**BEST 

SPECTRUM 

RRP 

OUR 

SPECTRUM 

Galvan 

7.95 

5.50 

Fist II 

Elite 

14.95 

11.95 

Silent Service 

Sky Runner 

7.95 

5.50 

Future Knight 

Ikari Warrior 

7.95 

5.50 

TT Racer 

Great Escape 

*7.95 

5.50 

Dan Dare 

Mag Max 

7.95 

5.50 

Laser Genius 

Commando 86 

7.95 

5.50 

Triv Pursuit YP 

Starglider 

*14.95 

11.95 

Footballer Year 

Short Circuit 

7.95 

5.50 

TopGun 

Academy (Tau cell 2) 

9.95 

7.25 

Star Games One 

Uridium 

*8.95 

6.50 

Nemesis 

Impossaball 

8.95 

6.50 

Theatre Europe 

Shxkway Rider 

7.95 

5.50 

Scooby Doo 

Leaderboard 

7.95 

5.50 

Aliens 

City Slicker 

8.95 

6.50 

Paperboy 

Deep Strike 

9.95 

6.95 

Best Beyond 

10th Frame 

8.99 

6.95 

Dark Sceptre 

Graphic Ad Great 

22.95 

18.95 

Gauntlet 

Konami Jail Break 

*7.95 

5.50 

Trivial Pursuit 

Masters Universe 

9.95 

6.95 

Headcoach 

Xevious 

7.95 

5.50 

Space Harrier 

Nosferatu 

9.95 

6.95 

Ninja Master 

Indoor Sports 

*8.95 

6.50 

ShaoLins Road 

Ace 

9.95 

7.25 

Koniams Golf 


RRP 

8.95 

9.95 

7.95 

9.95 
*9.95 

14.95 
7.95 
7.95 
*7.95 
9.99 

7.95 

9.95 
*7.95 

9.99 
*7.95 

9.95 

14.95 

9.95 
*14.95 

8.95 
*7.95 

1.99 

7.95 
7.95 


6.50 
7.25 

5.50 
6.95 

6.95 
11.95 

5.95 
5.50 
5.50 
7.25 
5.50 

6.95 
5.50 

6.95 

5.50 
6.95 

11.95 

6.95 

11.95 

6.50 

5.50 
1.90 
5.50 
5.50 


This is iust a small selection from our stocks. Please ring for more details. PiP Included. Overseas orders please add 75p per tape. For up to date 
lists enclose S.A.E. Mail order only. Please send Cheques P.O Payable to C.P.S. Visa Access orders by phone welcome to: 

CUT PRICE SOFTWARE (DEPT. 4) Unit 6, Stort House 
Riverwat, Harlow, Essex, CM20 2DW 
Tel: (0279) 24433 (24 hr ansaphone) or (0279) 31956 


TANGLEWOOD SOFTWARE 

157 Warwick Road, Rayleigh, Essex SS6 8SG 

THE RACING GAME 

All the thrills of managing a 
stable of thoroughbreds. 

Features include: 

Form, fitness, going^. Cn 

varying distances/^'^LjYj^^ 
grades of races, 

traing, full bettin^T wlfcSL 
enquiries, save, U v iJMS 

3 levels, watch ( . J . 

them race, -F much //A 

FOOTBALL FEVER 

Manage your team to win 

LEAGUE TITLE, EUROPEAN 

CUP, CUP WirslNERS CUP, 

F.A. CUP 

Features include: 

Fitness, injuries, 

selection, penalties, h 

morale, substitutes, ^ 

booking, cup replays, / / 

form, transfers, + UrA 

much more M ® 

£6.95 each OR Both Games for £11.90 
for Spectrum 48K and 128K-k2 


I 


SCOTLAND: 

SPECTRUM REPAIRS 

Dear Spectrum owner, 

This is what we can offer you. A six month warranty on all repairs 
and upgrades. Your computer shall be fully serviced and reliability 
tested YES, your computer undergoes a full 24 Hr rigorous functional 
heatsoak test to expose any other potential weak areas. If any weak 
spots do show up, these are also repaired, and therefore your 
computer’s reliability is further enhanced 
ONLY AFTER PASSING THIS TEST DO WE CONSIDER THAT 
YOUR COMPUTER IS FIT TO RETURN TO YOU 
BITS N' BYTES 

All faults £19.95 Interface 1 £18.00 

Microdrive £18.00 

UPGRADES 

16 k to 48 k £24.95 48 kto 48 k+ £29.95 

Send cheque/PO together with goods to: 

BITS N’ BYTES 

Block 14, Holden Way, Donibristle Ind. Est. 

By Dunfermline, Fife, Scotland KY11 5JW 
Tel: 0383 824576 


1 



Advertisements are expected to conform to rules and standards 
/\ laid down by the Advertising Standards Authority. Most do. 
The few that don’t we’d like you to write in about. 

And if you’d like a copy of these rules for press, poster and 
cinema advertisements, please send for our booklet. It’s free. 

The Advertising St andards Authority; ^ 
We’re here to pu t it right.y 

ASA Ltd., Dept. Y, Brook House,Torrington Place, London WCIE 7HN. 


DAATCUnMUFP 


THE ULTIMATE POOLS PREDICTION PROGRAM 

• MASSIVE DATABASE Poolswinner is a sophisticated Pools 
prediction aid. It comes complete with the largest database 
avaUable - 22000 matches over 10 years. The database updates 
automatically as results come in. 

• PREDICTS Not just SCOREDRAWS, but A WAYS, HOMES 
and NO SCORES. 

• SUCCESSFUL SELEC guarantee that Poolswinner performs 
significantly better than chance. 

• ADAPTABLE Probabilities are given on every fixture - 

choose as many selections as you need for your bet. The 
precise prediction formula can be set by the user - you can Boxed, with detailed 

develop and test your own unique method. instruction booklet 

• SIMPLE DATA ENTRY All team names are in the program. Simply type in the reference 
numbers from the screen. Or use FDCGEN to produce fixture list automatically (see below). 

• DISC/MICRODRIVE COMPATIBLE Tapes supplied with conversion instructions. 
PRINTER SUPPORT Full hard copy printout of data if you have a printer. 

PRICE £15.00 (all inclusive) 




AT LAST: No more struggling for hours to get the 

fixture list into the computer. FDCGEN has been 

__ .. _ progranuned with all English and Scottish fixtures 

for 1986/7. Simply type in the date, and the full fixture list is generated in 
seconds. Fully compatible with Poolswiimer. Yearly updates available. 
POOLSWINNER with FIXGEN £16.50 (for both) 


FIXGEN86/7 


COURSEWINIIIERvs 


NOT JUST A TIPSTER 

PROGRAM, Coursewinner 

_ _ V3 can be used by experts 

THE PUNTERS COMPUTER PROGRAM and occ asional punters alike. 

You can develop and test your own unique winning system by adjusting the 
i analysis formula, or use the program in simple mode. Coursewinner V3 uses 
I statistical analysis of major factors including past form, speed ratings, course 
^ statistics, prize money, weight, going, trainer and jockey form etc, etc. It 
outputs most likely winners, good long odds bets, forecasts, tricastfe etc. The 
database includes vital course statistics for all British courses. You can update 
the database - never goes out of date. 
price £15.00 (all inclusive) includes Flat and National Hunt versions. 


ALL PROGRAMS AVAILABLE FOR: AMSTRAD CPCs, AMSTRAD PCWs (ADD £3.00), All BBCs, All SPECTRUMS, 
COMMODORE 64/128, ATARI (48K+), SINCLAffi QL. 

Supplied on tape (simple conversion to disc) - except PCW (on 3" disc) and QL (on microdnve) 


Send Cheques/POs for return of post service to . 


phone 24 hrs SOFTWARE phone 24 hrs 

37 COUNCILLOR LANE, CHEADLE, CHESfflRE. S 061-428 7425 

(Send for fall list of our software) 


MICRODRIVE AND | 

INTERFACE OFFERS 

Express Service - order by phone. 

January ’87 prices include post, packing and 
C.O.D. over £20 In U.K. 

STARTER PACK 1 

Microdrive unit, Interface 1 (to connect RS232, networkn 
and Microdrives to your Spectrum) plus a “ 

demonstration cartridge. 

Delivered for only £54.50 

STARTER PACK 2 

Two Microdrive units, Interface 1 plus a demonstration^ 
cartridge. 

Delivered for only £77.50 
EXTENSION PACK 

Second (or third or fourth...) Microdrive unit(s). 
Delivered for only £24.50 each 

CARTRIDGE PACK 

Five blank cartridges to get you started. 
Delivered for only £9.00 each 

Make cheques payable to Applied Technology. 

Export orders outside Europe: add £4 for Australia and countries bordering 
Pacific Ocean, elsewhere add £2. Where insured parcel service is not 
available goods are sent at customers’ risk. 

8 DISCOUNTS 2 or more packs on 1 order subtract 50p per pack. Postal orders, 
cash or cheques with order to UK address - over £50 subtract £1 per order, 
over £1 00 subtract £2 etc. Please allow 28 days delivery. 

APPLIED TECHNOLOGY 
64 Tannery Drift 

• * I Royston, Herts SG8 5DE 
(0763) 41754 


Last chance at' 
these prices ^ 
OFFER / 
CLOSES ^ 
31st MARCH ^ 




























































NEWS. 


EXCLUSIVE 


A mstrad's 128K+2 
was just the start! 

Another new 
Spectrum 

machine is on the way this 
summer - called the 
128K+3. 

And it'll be the first 
Spectrum ever to be able 
to use disc software as 
standard via a new built-in 
Amstrad Spectrum 3 inch 
disc unit. 

The new model is 
apparently intended to 
replace the 128K+2 which 
is expected to be chopped 
in price to around £129. 

The built-in disc drive 
means that at last a disc 
standard for the Spectrum 
will be established. 

From a software point of 


view the 128K+3 means 
that huge games - similar 
to the best of the US 
Commodore 64 disc-based 
programs will be possible. 
The way these work is to 
load In sections of the 
game as you play - 
deleting those areas of the 
game you've already 


played through from 
memory, as you go. 

The 128K+3 will have a 
standard +2 keyboard 
with a 3" disc drive on the 
right-hand side where the 
tape player is currently 
situated. The case is likely 
to be different to the +2 
and is believed to be closer 
in appearance to the 
Amstrad 6128. 

The disc drive will use a 
new version of the 
AmsDos operating system 
used on the 6128 but 
adapted by Locomotive 
software for the Spectrum. 

The disc operations will 


You will still be able to 
load up tape software on 
the +3, though, via the 
standard Ear and Mic 
sockets and a separate 
tape recorder. 

The machine will also 
include a built-in paralled 
printer port. 

Amstrad also plans to 
produce a demo-disc of 
entertainment software to 
accompany the launch of 
the machine. A number of 
names have been mooted 


I a disc drive 
could 
radically 
change 
spectrum 
software'' 

but Ocean could be in the 
running - it produced the 
128K games for the 
original 128K. 

Amstrad is holding a 
conference this month 
(February) to ensure 
software support for the 
new machine. 

Software houses have 
already indicated their 
enthusiasm for any 
Amstrad supported 



use all the old Microdrive 
filing commands which 
still exist in the Basic and 
the system will 
automatically detect when 
a disc drive is present and 
default appropriately. 

It seems unlikely 
Amstrad will offer CPM 
compatability on the +3, 
although it would be 
technically easy, and may 
be offered by outside 
manufacturers. 


Predictions 


• “I’d like to see a cheap 
disc drive - it would stimu¬ 
late software development’’ 

(Rod Cousins: Electric 
Dreams) 

• “I’d like to see ... a 
cheap standard Amstrad 
disc drive’’ 

(Mark Strachan: Domark) 

• “I would like an official 
disc drive very much 
please’’ 

(Andrew Hewson: Hew- 
son) 


Spectrum disc systemjsee 
industry predictions qQ 
February). First releases 
are likely to be games 
compilations or enhanced 
versions of existing 
software. In the long run, 
however, a disc drive 
could radically change 
Spectrum software 
making possible much 
longer, more complicated 
and more detailed games 
and increasing the viability 
of more serious uses for 
the machine. 

No firm details on 
pricing are available but 
the 128K+3 is expected to 
retail for around £199. 
Amstrad is unlikely to 
cross the £200 thresholds 


J 
















• Hew hvidget biggies from 
CSD. Little mien is not a 
midget version of Scott Ridley's 
movie monster. In this new arcade 
game he's got to get to the Hall of 
the Doppelganger -- through pits, 
infernos and rolling stones - using 
the items collected enroute. Once 
there he must destroy his double 
to become the only alien in town. 
Smudge and the IVlooiiees con¬ 
cerns a French chimney sweep 
who’s attacked by monsters- And 
Super ShufOe is a yawn-a-minute 
slot machine. OSD says it’s the 
most advanced of its kind. AU 
these little Sparklers will soon be 
available at £1.99, 


Level 2. entering a porthole in 
Dungeon 3 Level 3 and in two- 
player mode where the second 
player will not move. Also, in two- 
player mode, the character goes 
off one side of the screen and 
appears on the other. Electric 
Dreams wasn’t exactly speedy in 
responding to his complaints but, 
when it did, the firm admitted the 
fault* ^‘We have now discovered 
that there was, in fact, a faulty 
batch distributed and we are 
doing everything in our power to 
see that all copies are replaced as 
soon as possible.” The replace¬ 
ment was to be sent in the ’very 
near future'. It hasn't arrived yet. 
Any more for any more? Anyone 
with the bugged version should 
contact Electric Dreams for a re¬ 
placement. 

• Get Dexter and Dooms¬ 
day Blues, two fabulous 
3D games from France, are to be 
converted to Spectrum by Infogra- 
mes. The names of the games 
were originally coined by PSS, 
who introduced the Amstrad ver¬ 
sions in Britain, but Infogrames has 
gone back to the original French 
names, Crafton and Eden Blues, 
Both are edge-on KulgW Lore 
style efforts, but very cleverly 
done - at least they were on the 
Amstrad* We’ll have to wait 'till 


• Dixons has further slashed 
the price of the old Spec¬ 
trum 128K to sell off last remaining 
stocks. You can now get it for iust 
£89.9S. It's a stand-alone offer, no 
joysticks, software or cuddly top 
are include in the price but, with 
the 128K+2 still at £159 it’ll prove 
appealing to people who want to 
cash in on the sudden rush of 128K 
software expected before too long 
- there's a Rip Van Winkle predic¬ 
tion for you. The company is ob¬ 
viously trying to get rid of stocks 
before the 12aK’f3 is launched, 
but the word is that Dixons never 
bought vast amounts of 128Ks - or 
laSK’l-Bs. They're obviously al¬ 
ways the first to know. *, 


• Still no firm release date 
from Beyond on Star Trek 
or Dark Sceptre and now they're 
the only two products under de¬ 
velopment by the company* This 
either means the label is in prouble 
or it means they should be finished 
fairly pronto (take your pick). The 
$T version of Star Trek is current¬ 
ly being played tested in the States 
- by the licensees - and once 
that's released " (Stardate:: 24*9. 
Anybody's guess) - the Spectrum 
version should follow shortly* 
Then of course there's Dark Scep¬ 
tre. Word is it’s finished. So 
where's the master? When will it 
be duplicated? Hobody seems to 
know, least of all Beyond, Don’t 
know what’s happening to BT. 
These days you can't even get the 
phones fixed, to call them and find 
out... 
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RAPS! 

■ Ocean and Epyx tie up 
yet again to produce 
World Games, for US Gold - 
it’s an incestuous old world 
isn’t it? Visit Scotland, Russia, 
Japan and the US to take part 
in eight events. There’s Sumo 
Wrestling, Weight Lifting, 

Caber Tossing and Bull Riding, 
to name but a few. If the 
graphics are as good as Winter 
Games it’ll be a WOW — on the 
other hand... 

■ Icon, Lothlorian’s 

inhouse programming 
team, is busy writing Stellar 
Holocaust, for A ‘n’ F. Written 
by science fiction doyen Bob 
Shaw with a computer game in 
mind you take the role of an 
intergalactic bounty hunter 
who’s transporting three 
criminals across space. You 
crash and when the wrappers 
come off hyper-sleep you 
discover the planetary system 
you’ve landed on is ahout to he 
destroyed. You’re then in a race 
against time to find the one 
functioning ship in the system. 
A well-worn theme hut, woa, 
it’s a Boh Shaw story. 

■ Ken Wright, author of 
Napoleon at War, has 

come up trumps again for CCS 
with Yanke. It features two 
battles from the American Civil 
War but, despite CCS’ new 128 
policy, there’ll he no expanded 
version available — at least not 
yet. 

■ Astron Products is 

staging the Zulu Wars 
for CCS. The strategy game - 
subject matter fairly obvious 
is in two versions, one on yer 
original 48K Spectrum, the 
other a bonefide expanded 
128K packages which works 
on the Plus 2. 


■ Gannon Designs, the 
team responsible for 
much much of the Bug-Byte 
budget range, is coding Tlie 
Hunt For Red October for 
Argus Press Software. The 
game’s based on Tom Clancy’s 
mega-chiller which is ahout to 
have its movie premier. It’s 
ahout a chase for a state-of-the- 
art Russian sub whose crew 
want to defect - sounds like a 
simulation to me. 

■ Tigress Marketing is de¬ 
signing the Spectrum ver¬ 
sions of Ziggurat and Triaxos for 
Ariolasoft. Ziggurat is an arcade 
adventure set in of Ancient Egypt. 
You’re on the first floor of King 
Tut’s condo - and you’re on your 
way up to the penthouse suite 
where the gold’s hidden. 

Triaxos, meanwhile, is another 
space fling - you know the sort of 
thing. 


NEWSDATE MARCH 


DEATH WIS 
COMES TRV 


B ullets fly and villians die as Charles 
Bronson and his band of commonfolk 
vigilantes get set to hit the Spectrum in 
Death Wish III. It is the first of the trilogy of 
films to be converted into a computer game. 

Gremlin Graphics, of Trailbrazer and 
Avenger fame, is negotiating for the license 
of this bloody little number and intends to 
turn it into a justic-for-all arcade game. 

The company’s gung-ho about the concept 
but Ian Stewart, managing director of 
Gremlin, says: 

“It’s a big license, and the film’s already in 
the video charts but it’s early days yet. We 
hope the game will appear sometime around 
June”. 
































• CRL's 3D Game Maker 
was origmaBy due for re¬ 
lease at Christmas but had to be 
delayed because, the program¬ 
mers hadn't finished it (so what’s 
new). The package, which creates 
games in the Knightlore and 
Fairligkt mould at only slightly 
more than a touch of a key, is now 
likely to appear in March and, 
according to CRL, will be all the 
better for the delay. 


• First Trooper 

signed witix Piranlia. 
Then Judge Dredd was 

snapped up by Melboirme 
House. How HemeaiB tHe 
Warlock^ yet another bone- 
cracking character from 
ZOOOM), has been sighted at 
Martech. 

Admittedly the company's 
last license, Taratau, was a 
mega-flop but it hopes that 
some of the IFC comic’s magic 
wOl rub ofiT. Nemesis is the 
leader of the resistance against 
Torquemada, Grand Master of 
the Terminators and lord of the 
Termight Empire, His holy 
quest is the extinction of all 
alien life forms, Nemesis as 
good guy must stop him. Our 
hero wades through dozens of 
different highly graphic 
screens, knocks out Ms foes, 
overcomes obstacles and pops 
his bones back into joint every 
once in a while. As he gets near 
his foe Torquemada’s face 
appears at the bottom of the 
screens. 


mi Dord of tbe Bings 

The Arcade game is, on 

its way from Melbourne House. 
The game’s based on the Ring 
War where Ores and Hazgul 
battle the fair races of Middle 
Earth, Coding’s by Consult, a 
company with Mike — Star 
Trek — Singleton connections. 
The team’s recently completed 
Dark Sceptire for Beyond, so 
it’s likely the new game will 
include large animated 
characters. Melbourne House 
keeps tight-lipped about the 
affair. It has no firm release 
date and, indeed, doesn’t know 
whether the programmers’ 
proposals can be translated to 
the Spectrum. (Oh sure, ST only 
- cynical ed) 




• A solution to i28iC-f 2 tape 
loading problems - of 
which there are many and various. 
Interceptor has launched an Azi¬ 
muth Head Alignment package 
with priceless instructions on how 
to mess around with the Amstrad’s 
Datacorder ~ at just £8.99. The 
package cost £8,99 from most 
shops. 

• Novelist Tom Clancy is 
having two of his best-sell¬ 
ing books turned into computer 
games. Sid Meier, US author of F- 
15 Strike Eagle and Silent Servi¬ 
ce - the latter soon to be seen on 
the Spectrum - is programming 
Bed Storm Rising for simulation 
software house Microprose. Red 
Storm Rising is Clancy’s recent 
novel set in World War Three 
that’s apparently sold more than a 
million copies in hardback. 


• The Spectrum is still king! 

Early sales figures show 
that Spectrum was tops of the 
computer CBiristmas pressy list. 
The Spectrum outsold its nearest 
rival, the Commodore 64 by nearly 
two to one with 4S.9 per cent of all 
micros being sold. The CB4 only 
managed a paltry 24.2 per cent. 
Who doubted it wouldn’t? Gaunt¬ 
let, from US Gold, won the soft¬ 
ware stakes - with 17.9 per cent of 
the GaBup poll. 
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For those who haven’t seen the Guild 
^ Video version or couldn’t get into the 
I cinema when the film was around, Bronson 
gets a call for help from an old army buddie 
but he arrives too late at his friend’s flat. His 
buddie has been killed by a street gang who 
are terrorising the neighbourhood. 

Bronson’s got to get the community to fight 
the gang and provide summary justice for it’s 
leader. It’s fairly meaty stuff and to think, 
this hero uses and old fashioned gun. Strictly 
no laser rifles in this one. 

Gremlin’s also got two other big titles in 
the works. 

Masked, is based on the cartoon series run 
on ITV’s wide Awake Club which looks set to 
be big. The cartoon’s about a group of 
ordinary guys and gals who jaunt around in 
souped up cars, vans and juggernaut lorries. 
Their super-style masks, which they don at 
any hint of crime or danger, give them 
anonimity and futuristic powers. There is 
already a series of paperback books about 


the series and a weekly Mask comic from the 
people who produce 2000AD 

The company has also signed up Walt 
Disney’s Basil the Great Mouse Detective. 
The film, shown in Britain just before 
Christmas was less than a huge success but 
the game will have large sprite graphics, lots 
of colour and lots of action and should look a 
little like Mike Singleton’s Dark Sceptre - 
when that finally arrives. 

It’s pretty ambitious but Gremlin has until 
November to turn its story boards into 
games. 
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I TWTMTW 

THAT WAS THE 
MONTH THAT WAS 

W hat!! Oh, no! You’d 
have thought 
Amstrad would 
have got this sort of thing 
out of its system with its 
CPC 664 fiasco. 

I’m afraid not - and it’s 
going to start ail over 
again. . . 

First the good news. 
We’ve got another new 
Spectrum and it’s just 
great. There’s going to be 
a real Spectrum disc 
standard at last, and 
Amstrad’s backing will 
give software houses the 
confidence to go ahead 
and develop disc software 
for the Spectrum. Not only 
that, but the 128K+3 is 
pretty good value. 

The reason why a disc 
is important is it means - 
as is possible with the 
best of the American C64 
software - that you can 
get real-time loading. 
Huge games can be 
written which load in in 
sections into the 
Spectrum’s Ram disc, 
actually as the gameplay 
is in progress. Meaning a 
significant advance in 
game complexity and 
bigger and more varied 
graphics. 

But what about all 
those who’ve just bought 
a 128K+2? Or indeed all 
those with 128s? Right 
now there doesn’t seem to 
be any plan to sell a 
stand-alone disc unit to 
allow you to up-grade. 
Why not? 

Come on Amstrad - 
doesn’t that seem a bit 
daft? The technology’s all 
there, so let’s have an 
add-on disc drive up- 
gradeH 





















































competition I 

WINNERS 


C rikey. You're a canny 

bunch. We just couldn't pull ^ 
the wool over your eyes 
with our supremely difficult Tank 
competition in the December 
issue. Despite slipping in some 
dashed tricky questions, nearly 
everyone come up with the right 
answers. (Still we managed to 
catch quite a few with their 
Panzers down. - Ed.) 

As predicted, a few cretins 
managed to decide that Kramer 
versus Kramer was a war film, 
Churchill was on American 
General and there were no tanks 
in Kelly's Heroes. Also lurking in the 
mailbag were the supremely 
useless: "For your information, the 
Mk 3.5 264H Peoplekiller was only 
brought into service..." Letters. 
Thanks guys. 

For the record, then, the 
answers were os follows: 

• 1) A (The first tank was used in 
World War I) 

• 2) Trick question. Rommel flitted 
about in Panzer Ills, IVs and Tigers. 
We accepted any of these, but 
not Panzer on its own, 'cos that 
literally means "tank". Not v. 
specific. 

• 3) B (Amphibious tanks ore 
called ducks) 

• 4) B (Kramer versus Kramer was 
0 rather dreadful film about 
divorce etc. - hence the tilte - 



Everyone thought it was great at 
the time though.) 

• 5) American Generals with 
tanks named after them were: 
Patton/Sherman/Lee/Grant/ 
Pershing. Any two would have 
been accepted. 

• 6) D (Despite popular belief, the 
Mini Metro is not a tank - Volvos 
maybe...) 

The ten lucky winners who get to 
fiddle around with stacks of model 
glue and easy-to-swallow mystery 
plastic blobs (ie a model of a 
Sherman Tank) and get to play 
with Elite's new smash Ikari 
Warriors are... 

Simon Lilley from Northants, Jeffrey 
Soutar of Livingston, Mr Lee from 
Twickenham, John Thompson of 
Chester, Paui Wassal from Cheshire, 
Mark Turner from Waies, Mr Bickform 
from Cornwall, S Sistern from 
Peterborough, P M Chub from 
Norfolk and Isidro Juan Zoroza from 
Argentina (renowned for its netball 
team) 

The rest of the people - 40 - on 


this page only get copies of the 
game, (shame): 

Mark Bennett from Newcastle, Innes 
Kickman from Worthing, Paul Clarke 
from London, Clive Jenner from 
Norfolk, Robert Salisbury from Kent, 
Brian Sherry from Essex, Gennaro 
Citro from Hendon, Paul Carr from 
Yorkshire, Leslie Davidson from 
Ayrshire, Stephen Powney from 
Yorkshire, Thomas Reid from Perth, 
Daniel Hall from Birmingham, Keith 
Walkley from Mid-Glamorgan, 

Simon Goodier from Lancs, 

Jonathan Bradbeer from Sussex, 
Colin Murphy from Ireland, Steven 
Hopper from Norfolk, D Ward from 
Northants, George Telfer from Angus, 
Thom Clayton from Kent, Chay 
Lawrence from Lines, Michael 
Bremmer from Northern Ireland, Ross 
Nichols from Norfolk, Graham Paul 
Hollingdale from Bolton, Wayne 
Grant from Bucks, David Harris from 
Argyll, Humberto Joaquim C Dinis 
Lopes from Portugal, Mark Warner 


from Bristol, Matthew Wharton from 
Wiltshire, A Fillery from Nailsea, Alan 
Brown from Benvickshire, Ian Wyaer 
from Kent, Adam Soltan from 
Sweden, Stuart Crisp fro Streatham, 
David Malcolm from Dubai, Master 
(pah!) D Bradley from Leicestershire, 
Scott Hutchinson from Edinburgh, 
Keith Holdway from Cheshire, Brian 
Reavley from Notts and Kevin Hart 
from Rochester. 

• Please note: 

Elite has put the release 
date ot Ikari Warriors back 
until June. Sorry about the 
bad news but you can be 
sure that it your name 
appears above you will be 
one of the very first to get 
hold of the game when Elite 
aets its act toaether. . . 



The winners: 

Firsi^prize of a cracking Saga 
System (Clackaway keyboard, 
spinamay discs, swirlsome 
printer and splendid 
soft-ware) goes too - opens 
tM very tasteful gold 
envelope - C Wills from Fife, 
The rest of the winners 
here get a set of ultra-fabby 
programs: Last Word (word 
processor) Masterflle (data¬ 
base) and Omnicaic 
(spreadsheet) Gary Lee 
Davies from Liverpool, G 
Kirk from Hitchin, Matthew 
Dunn of Stapenhilf John 
Van Breda of Hailsham, 
Paul Kelly from Hudders¬ 
field, A L Turner from Car¬ 
diff M Usher from Stockport, 
Albert Isham of London, Ro¬ 
ger Sutton from Maidenhead, 
and Richard Kalton of 
Cheshire, 


H ere we are then, nold 
your breath no longer. 
Here are the results of our 
completely fantastic Compli¬ 
ment competition. 

The correct answer: 

We asked you to pick the odd 
one out of these phrases: 

Opus 

Last Word 
Cambell Systems 
Masterfile 
Microl 

Saga Systems 

The answer was, obviously, 
Microl, as it has nothing to 
do with Compliment at all. 
Anyone who got that wrong 
should be shot. The rest of 
you. Congratulations! We 
had zillions of entries but 
most of them were wrong 
anyway, so here are the 
names that count: 
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INHERITANCE 


ADVENTURE 


Y our dear old aunt's poped 
her sox just in the nick of 
time. 

You're up to your light bulbs 
in debt, sitting on a worm worn 
mattress and twisting a tightly 
knotted noose through your 
fingers when the caretaker 
delivers a life saving telegram. 
Aunty's left you a wacking 
parcel of money to sweep clear 
away all your problems. All 
you've got to do is fly to Las 
Vegas and win a million dollars 
in one night. Do that and her 
huge fortune is yours. 

By itself the problem might 
be simple but this game's in 
three Loads of logic crunching 
conundrums. 

When you first load the game 
you'd be forgiven for thinking 
that it's some sort of a sequel to 
Vera Cruz - Infogrames' first 
epic. You're in a besit this time 
with a sink - complete with 
toothbrush holder, suitcase, 
tallboy, and no instructions but, 
the Vera Cruz Pick-up/Drop/ 
Inspect cursor is there to let you 
scan the scene with joystick or 
keyboard. 

You've got to escape from 
your high rise and travel across 
town before you get the 'plane 
to Vegas. You're on the seventh 
floor and the lift stops at almost 
every level where you'll be 
accosted by an irate friend or 
associate demanding that you 
hand back objects that they've 
loaned you. If you don't have 
the particular item you're sent 
back to your room to collect it - 
and time keeps ticking away... 

All the objects on loan are 
stored in the draws and 
cupboards of the tallboy. Pick 
up the bag with the cursor, 
select an object and drop it 
inside. The bag'll hold six 
ol)jects, but you can pick up the 
s200 on the plate by the 
window and stuff it in your 
pocket. Look after that money. 

If you play properly, you'll 
only have to make one trip back 
to your room to pick up more 
goodies. The people who pop 


up on the various floors look 
fairly randomly distributed but 
there are only four or five of 
them. At first you'll have to take 
pot luck with what belongs to 
whom, but soon you'll see that 
the gun belongs to the man 


facts B OX 

-Jnno'vative Strategy game 

^ith styl^h graphics. 
Parts 1 and / are acL^ bu 
be prepared to find Par 
\j is real iffy _ _ 

i ^ ^ ^ 

Whe inheritance 

i label: Infogr.imes 

I Prite: £ 9.95 
I Memory: 48 K/ 128 K 
i loyMick: variou'i 


with the wicked looking face, 
the iron belongs to the woman 
in curlers and the comb belongs 
to the swarthy-looking dude 
with the greasy looking hair. 
Real stereotypes. 

It's a tight run thing. If 
everything goes to plan you'll 


UEVIKW 




dash down the final flight of 
stairs, out of the doors and into 
the waiting taxi. 

On to the airport and aboard 
the plane where you could be 
lii jacked If so, ofTen your trusty 
bag and hand the Idjackers 
what they want. 

Once the plane lands, and if 
you're still alive, you'll be taken 
to the Casicio wliere you have to 
(.day viackpot, Buule and Craps. 
They're all games of chance so 
this IS the part of the game 
which is totally out of your 
hands. You just have to choose 
the numbers and symbols and 
hope for the best. This Casino 
end-game is the weakest part of 
the package. 

It's a pity. You'll find the first 
two sections of Inhertiance fun 
but be really let down by the 
third* 


SOFTW^"*“ 

STAR 


★ ★★★★ 

Solid gold. Buy it 

★ ★★★☆ 

Well worth 
the folding stuff 


“A, ★★★☆☆ 

- Pretty average 


All software reviews carry a 
star rating, the basis of 
which 

is value for money 
programming, graphics, 
speed, speech and sound 
presentation and 
addictiveness 


Very poor. Probably 
over-priced too 

A total rip-off. 
Complain loudly 



E ach review carries an icon which shows the type 
of software. 


Arcade is for animated games, which in general, 
reduce the life span of your Joysticks. 

Toolkit covers programming utilities which 
improve the quality of home-made software or 
packages which make machine code easier to write. 

Work Out, software which can be used in the 
home, such as car maintenance or home finance. 

Strategy and Simulation are games where 
thought, planning and judgement are the principle 
skills required. 

Adventure includes either graphic or text 
adventures. 
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An excellent conversion 
of the wonderful coin¬ 
op. Straightforward 
gameplay but some stun¬ 
ning animated graphics 


NEMESIS 
Label; Konami 
Author: in-house 
Price: £7.95 
Memory: 48K/128K 
Joysticks: various 


event - there s 


horse jumping 


dense forest track with low- 


usually something nasty 


grade walls, over which you 
have to wheelie, boulders in the 
middle of the road which you 
mustn't run over, and other 
racers who will continually 
jostle you for position. 

I had little trouble avoiding 
the boulders on the first level 
and I wasn't able to knock other 
bikers off their machines. The 
wails, strung at intervals across 
the course proved a more 
intimidating challenge. They're 
rather like the water jumps at a 


waiting for you on the other 
side. 

In the case of Enduro Racer 
the obstacles are rocks 
scattered along several yards of 
the course. As with any good 
a bit of 


rocks, lorries and peaks which 
pop up in the latter levels. 

At first it's quite simple. A 


M otorbike racing has 
been done to death 
recently but, 

undaunted, Activision has 
pressed ahead with the most 
faithful and compelling coin-op 
conversion I've seen since the 
launch of the 128 - Enduro 
Racer. 

Sega's game doesn't settle 
for the standard put-the-bike- 
in-th^middle-of-the-screen and 
move the scenery. It's not a 
little see-through biker either 
but a large, fully animated 
character who leans forwards 
on his bike when you press the 
joystick forward, puts a 
steadying foot down when you 
turn left or right and rears into a 
wheelie when you pull back. 

Your bike can reach 199km 
per/h, if pushed, but because 
the joystick's used for wheelies 
when you pull back you'll have 
to keep a finger on the fire 
button to slow it down. 

Success depends on high 
speed, but the slower you go 
the more manoeuvrable the 
bike becomes. Then there's the 


simulator/arcade game 


1 ■ ■! .r 


various 

48K/'128K 


i t was a hit in the arcades, is 
it a hit on the Spectrum? 
Konami did a good job with 
Jailbreak (reviewed elsewhere 
this issue) but Nemesis was a 
game with such a powerful 
mixture of high speed and 
stunning graphics it always 
seemed the more difficult 
conversion task. 

Nemesis for those who have 
never seen the coin-op is a 
highly advanced eighties 
permutation of that old 
seventies classic. Scramble in 
which you, lone space cruiser, 
weaved your way through ever 
narrower and more twisted 
caverns dodging assaults by 
alien ships and ground bases 
that lobbed things at you. 

Nemesis is about piloting 
your space cruiser around a 
series of landscapes 
(technology has gone beyond 
mere caverns). There are still 
assorted spaceships blasting 


sections of the game, you'd 
better have exactly the right 
weapon or Blam! — time to 


away at you and ground bizarre in 

objects attacking you but the computer 

size, variety and sheer how. 

viciousness of the opponents It isn't c 

has increased exponentially fast as yc 

(that's a lot). sometim< 

Space cruisers look pretty speed to 

much as they always did in sometimi 

such games, but as you play a choice. 

Nemesis you soon realise that program 

graphics have come a pretty you find 

long way from the days of little betwixt i 
blocks with bits on the top. In spewing 
Nemesis, there are gun lava, yot 

emplacements that walk, giant bear it. / 
skeletons which rise ominously have to 
from the tunnel walls and ^spaceshi 

enormous alien battleships that pas; 

fire missies, volcanoes and an 
assortment of peculiar objects 
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hand over the ole battle cruiser 
ignition keys. 

Th'i programming is pretty 
good, but the big problem 
with moving lots of shapes all 
at once, some of them very big, 
is smoothness. All things 
considered the amount of 
jerkyness is absolutely minimal. 

The gameplay, fairly easy to 
begin with and horrendous at 
the finish. Funnily enough the 
^ quality of the graphics roughly 
matches the difficulty of the 
level i.e. the really stunn 
_ stuff comes, almost aa^ 
reward, towards thw^Bd 


ARCADIA 


KEVIIM 

an4*in places. 


level, for instance, it"s approx 
195 km/per hour - which you'll 
have problems reaching 
anyway - and just over 100 km/ 
per hour for the second. If you 
go much over the second level 
safe speed the bike veers to the 
edge of the road. 


Crashes, designed with great 
graphics flair by Aliens the 
design team. Focus, are simple 
but realistic. The bike bumps, 
there's a spray of dust and 
suddenly you see your machine 
sail up into the air to land in a 
heap on the road in front of 
you. 

All Enduro Racer's effects, 
including the sight of your little 
rider bouncing off the seat of 
the bike as you jump a wall, are 
just as spectacular. The bike 
even moves up hills and down 
dales, an effect which not even 
TT Racer has managed to 
achieve. 


If you only buy one coin-op 
arcade game conversion this 
year on the current turn out 
from companies such as Ocean, 
US Gold, and Elite go for 
Electric Dreams. Enduro Racer 
is topsB 




if Level 1 is easy. Level 2 am t. 
It's a nightmare populated with 
suicidal trucks, cacti, wind 
fluted mounds, and lots and 
lots of sand. The sand sprays up 
from your bike's back wheel 


obscuring the road m front and 
making things pretty 
dangerous for all concerned. 

I found that on every level 
there is a safe speed at which 
you should travel in the 
dangerous bits. During the first 


logical thinking and ingenuity 
solves the problem. Pick up 
speed and do a wheelie as you 
hit the wall. Your speed and 
height will take you safely over 
any wall-hidden object - odd 
scattered rocks in Level 1 or 
massive rocky outcrops in Level 
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APPOINTED WATFORD DEALER 
Mancomp are now the main Northern 
Distributors for Watford Electronics 
and will be stocking all of Watford's 
popular range of hardware and 
software - all at Watford's prices. 
Phone first for availability. 


; PRINTWORKS LANE, LEVENSHULME, MANCHESTER Ml9 3JP. 
Tel 061-224 1888 or 061-224 9888 

SEXPRESS SPECTRUM, 

BBC and COMMODORE 
REPAIRS 


BBC, SPECTRUM 
AND COMMODORE 
SPARES 

AVAILABLE 

Please phone for latest 
prices 


r 

V 

FREE 

GAMES 


^ W( 

'■ Wl 

ORTH £ 
ITH EVE 

:39 

ERY 


1EPAIR 

A 


AVAILABLE 

NOW! 

AMSTRAD’S FOR 
IMMEDIATE 
DELIVERY 


JOYSTICKS, 

INTERFACES, 

POWER 

SUPPLIES. 

Available for all above 
machines 


All our prices include VAT Please add carriage 
£5.50 for Printers & Drives. £1.50 for other items. 


I in all U.K. with While-u-Wait repairs! 

' with INTERNATIONAL repair service! 

, FOR'PROFESSIONALISM - "Of all the 
I repair companies Sinclair User' spoke 
^ to. MANCOMP seemed the MOST 
PROFESSIONAL when it came to advice 
and a helpful attitude" AUG 85. 

J FOR HONESTY - We let you watch 
' your computer being repaired and if 
there is nothing wrong with it. we will 
tell you!!! 

I FOR REPUTATION & HELPFULNESS - 
"I have come across a firm that will be 
more than willing to advise you as to 
how to remedy your problems. They 
are called MANCOMP and as well as 
repairing faulty computers, are also 
quite willing to discuss your problems 
with you and offer reasonably cheap 
and more importantly CORRECT 
CURES ' Phil Rogers POPULAR 
COMPUTING WEEKLY JAN 85, 
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SPECTRUM REPAIRS 
From£9,0fl-£20.00 


▼▼TTTTTTVVTVTTVT^ 

Educational establishments, H.M. 
Forces, Charities 5% DISCOUNT for 
cash with order. 

TRADE ENQUIRIES WELCOME 
Every parcel sent by 
Royal Mail Receipted Post and insured 
for return journey! 

Overseas Parcels allow £9.00 postage. 


HIRE SPECTRUM 
SOFTWARE 


* OVER 500 different titles available for hire including ARCAOE. AOVENTURE 
RUSINESS. EOUCATIONAL etc 

* OVER 10.000 tapes in stock. All publisher’s originals. 

* lOWEST HIRE CHARGES - hire up to 3 tapes at a time, from only 63p (plus 
P&P and VAT) for 2 weeks hire. 

* FREE printed CATALOGUE 

* FREE newsletter with hints, tips, reviews, etc. 

* TAPES for sale at DISCOUHT prices, (eg MANIC MIHER £2.00) 

* FAST. FAST SERVICE. All tapes sent by 1 st class postage. 

* HALFPRICE OFFER - LIFE membership ONLY £3.00 (normally £6.00). 

* FREE first hire tape. (For limited period). 

* EUROPEAN MEMRERS WELCOME. (Payment in Sterling). 

Have you ever been disappointed with software you've purchased? Now you 
can hire it first. It you like it, buy it at £1.00 off our already discounted prices. 
It you don’t, send it back and it will only cost you the hire tee. 

NSL is the best SPECTRUM library, with over 8,000 delighted members, the 
largest range of tapes and controlled by our computer with 22 mb hard disc. 
JOIN TODAY, or, if you don't believe our claims write or 'phone 01-661 9240 
for a catalogue, and check our competitors. We’re confident you’ll join NSL 



42 Harefield Avenue. Cheam, Surrey SM2 7NE. 


I enclose £3.00 for LIFE MEMBERSHIP. Please rush my membership 
kit to me. If, within 28 days. I’m not delighted with your service you’ll 
refund my membership fee. 

Name---—--- 

Address --—- 
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SHEKHANA COMPUTER SERVICES 


ORDER BY CREDIT CARD HOTLINE 01-809 4843 (24 HRS) 


OUR 

PRICE 


Gauntlet. 

.6.95 

Exploding Fist II. 

Space Harrier. 

.5.95 

Lightforce. 

Sky Runner. 

.7.95 

Astrixs 

Super Soccer. 

.5.95 

Napolean at War. 

Impossaball. 

.6.95 

Arenham. 

Scared Antiriad. 

.6.95 

Gallipoli. 

Theatre Europe. 

.7.95 

Shao Lins Road. 

Quazatron. 

.6.95 

Star Games One. 

Strike Force Cobra .... 

.7.50 

Infiltrator. 

Trouble in China. 

.7.50 

DonkyKong. 

Ace. 

.7.95 

Commando 87. 

1942. 

.5.95 

Dragons Lair II. 

Memesis. 

.6.45 

Strike F.Harrier. 

Uridium. 

.6.95 

Ghost and Gobblins. 

Konamis Golf. 

.5.95 

Druid. 

Hive. 

.7.95 

DurellBig4 .... 

Elite. 

.12.95 

Hardball. 

Firelord. 

.6.95 

Annals of Rome.1 

Scooby Doo. 

.5.95 

Stole a Million. 

B.Cloughs Foo'ball... 

.14.95 

Desert Rats. 

The Last Ninja. 

.7.95 

Winter Games 

Tomahawk. 

.7.50 

Leader Board. 

World Games. 

.6.95 

HeadCoach ... 

Judge Dredd. 

.7.50 

Battlefield Germany.l 

The Great Escape. 

.5.95 

Terra Cresta. 

Thanatos . 

.7.50 

Monopoly. 

Scalextric. 

.7.95 

Silent Service. 

Bazooka Bill. 

.6.95 

Footballer of Year. 

Fairlightll. 

.7.50 

Graphic Creator. 

TT Racer.. 

.. 7.50 

Shockway Raider. 

TheGoonies. 

.. 6.95 

Star Raider II. 

Battle of Britain. 

.. 7.95 

Explorer. 

★ Mercenary. 

.. 7.95 

Sold a Million 3. 

President 

.. 6.95 

Kayleth . 

Sigma 7. 

.. 7.50 

PSIChess. 

Tarzan. 

.. 6.95 

Centurians. 

Animator 1. 

.. 7.95 

Deep Strike. 

Legend of Kage. 

.6.50 

Starglider. 

Uchi-Mata. 

.. 6.95 

Sam Cruise. 

★ ★ ★ ACCESSORIES ★ ★ ★ 

Trivial Pursuit. 

Professional Plus. 

.19.95 

T.P Young Players. 

Euromax Joyball. 

.24.95 

T.P Question Pack. 


OUR 

PRICE 

6.95 

5.95 

6.95 

7.95 
7.95 

7.95 

5.95 

7.95 
7.50 
6.45 

5.95 
7.50 

7.95 

5.95 

5.95 

7.95 

6.95 
10.95 
. 7.50 
. 7.95 
. 5.95 
. 6.95 
. 6.95 

10.95 
.5.95 
. 7.95 
. 7.95 
. 5.95 

19.95 
. 5.95 
. 7.95 


OUR 
PRICE 

Dandy.5.95 

Aliens.7.50 

Cobra.5.95 

Cyruss II Chess.9.95 

Academy.7.95 

Bismark.7.95 

Marble Madness Kit.6.95 

Avenger-Tiger II.7.50 

Dracula.7.95 

Konamis Coin Hits.7.95 

Artist II.12.95 

Dodgy Geezers.6.95 

Swords of Bain.6.95 

Vulcan.7.95 

Advance Art Studio.22.50 


Tobruck .. 

Butch Hard Guy . .. 

Breakthru . 

Super Cycle. 

Elevator Action .... 

Labarynth 

Xevious... 

Mag Max. 

Dan Dare. 

Yie ArKung Fu II .. 

DoubleTake. 

Glider Rider. 

Bomb Jack II. 

Ikari Warrior. 

Knuckle Busters.. 
Parallax. 


. 7.95 
. 6.45 
.. 6.95 
.. 6.95 
.. 6.95 
.. 7.50 
.. 6.95 
.. 5.95 
.. 7.50 
.. 5.95 
.. 5.95 
.. 6.95 
.. 5.95 
.. 6.50 
.. 6.95 
.. 5.95 


Jail Break.5.95 

Future Knight.5.95 


Aerojet.7.95 


Interface III.37.95 

Ram Turbo.18.00 

Multiface One.46.95 

Cheetah Mach 1.14.95 

Comp Pro 5000.14.95 

Arcade Turbo.22.95 

Quick Shot II Turbo.14.95 

Quick Shot II.8.95 

Quick Shot II Plus.12.95 

KonixSpeedking.12.99 

Cheetah 125 +.8.95 


★ ★SPECTRUM 128K^^ 

Cyruss II Chess.9.95 

Little Comp People.7.95 

FairlightI orll.7.95 

Plus 2 Lead.4.99 

Kingdom of Krell.7.95 

Winter Games.7.95 

Waterloo. 7.95 

Austerlitz. 7.95 

Stars on 128K 7.95 

Azimuth 

H. Alignment. 7.50 


Saracen.6.95 

Saigon.6.95 

5 Star Hits.7.95 

Return to Oz.6.50 

Ice Temple.6.50 

Tenth Frame.6.95 

Saigon.6.95 

Shadow Skimmer.5.95 

Winter Wonderland.6.50 

Pailitron.6.95 

Hacker II.7.95 

Silicon Dream.12.95 


All prices include P&P in UK. Europe add £1 per tape. Elsewhere at cost. 
Cheque/PO payable to: S.C.S (Sine) PO Box 394, London N15 6JL. 
Telephone 01-800 3156 

If you would like to pick up your discount software from our shop, please 
produce your copy of this advert for above discounts. To SCS, 221, Tottenham 

Court Road, London W1R 9AF. - 

“~|(IMear Goodge St Station - Open 6 days a week 10.00am to 18.00pm. 
Barclaycard and Access hotline S 01-809 4843 S 01-631 4627. 

J Credit Card orders dispatched same day - subject to availability 
New Releases subject to availability from Software House. Please ring for 
availability. 









































































































































































nND THE FUN IN FOOTBALL 

with your up-to-date footbatl weekly 

Every week - Match Facts, the top results service including star 
ratings for every player. Fun to enter competitions to test your 
football knowledge. Big match reports. Super colour pictures. Up to 
dote news and views. 



ORDER YOUR COPY NOW! 


To my newsagent: Please deUver/reserve MATCH every week 
Price 45p until further notice. 

Name. 

Address. 


Postcode 


SPECIAL OFFERS 

SPECTRUM/PLUS/128K 


INCLUDING INTERFACE 
PLUGS STRAIGHT mo SPECTRUM/PLUS 


£13.99 


V.ov»ie’ 

, pnce 


ONLY POST FREE 

•TOP + TRIGGER FIRE BUTTON 
•AUTO FIRE MODE 

• KEMPSTON COMPATIBLE 

• STABILIZING SUCTION CUPS 

• SPECTRUM OR PLUS • UNBEATABLE OFFER 
SEND FOR INS TANT DESPA TCH 


PRICE BREAKTHROUGH 

ISWITCHABLE JOYSTICK 
INTERFACE 


ONLY 


£8.99 


POST FREE 


• ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 

• 'KEMPSTON'-'CURSOR'-'INTERFACE 11' 

• ACCEPTS ANY 9 PIN JOYSTICK-INCLUDING 
RAPID FIRE MODELS •SPECIALOFFERM - /|/i c^/vnl 
Buy with QUICKSHOTII complete for only 11 4.1/3 NOW A 


Now you can backup all your Spectrum Games 
I to Microdrive or Tape. IMPROVED 

• Simply press a button to "freeze" the program. MODEL! 

• Save to micro drive or tape t PNI Y 

• Special program compacting techniques 

• Code Inspector allovys you to freeze the i 
action, add pokes and restart the game again. V, 

Also peek facility. 

• All backups will restart from the 
point they were saved. 


^£24.99\ 

POST FREE 


ROBOTICS {tMODEL CONTROL £ 29 . 99 \ 

Made easy on your Spectrum POST FREE \ 

• 4 independently controllable outputs for robotics, motors, lights, etc. 

• 8 independent inputs for sensing etc. 

• This IS the unit that the "Lego" publication "Make and Program your own 
Robots" was based on • Complete with all cables • Easy to use. 


<_ 


£14.99 

POST FREE 

Lightpen comes 
complete with 
Interface Et Software 


• Just plug in the Date! Lightwriter and draw circles, squares, rectangles, make 
superb hand drawings, pamt, fill, erase, choose mks, paper, colours. •Save your 
results Into memory 1 48K j and use in animation or save onto tape to use in your 
own games. • AH functions selected from screen menu with the Hghtpen 

• Unbeatable value. • Nothing more to buy. 

SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 


Now you can create Superb Graphics easily with 

the New Lightwriter 


\ Digital Sound San^dngTechnc/ogy. NOWAvadabk 

onyoirS^ecIrm 


New Fully 

Cmpkteihti^MlSgftmre 

purchasers can j 
upgrade for £5.00 / 


PAQ QQ 

POST FREE 


_ FREE 

• Digital Sound Sampling has only previously been available for large 
micros and costing at least 10 times the amount • The sound Sampler 
allows you to record "Digitally" any sound into memory and instantly 
replay it at any pitch, forwards, backwards, ascending scale, compressed, 
enpanded, with echo, endlessly looped, etc • Supplied complete with 
Software package to facilitate the above operations, plus on screen "Voice 
Prints" * Frequency Plotting *~With on-screen keyboard * drum kit a 
whole system symphony could be produced from a single Sample Sound • This is a 
professional unit featuring 8 Bit D to ADC converters as used in Digital equipment now sweeping 
the music world. • Although the unit is not a toy, giving truly astounding results for the musically inclined, 
le incorporated a games interface to allow you to use Sound Sampling in your own games etc . so the Sound 

Sampler would be of interest to everyone 


h] 


^ HOW^ 

: ABOUT < 
WITH 

7 SOUNDS 


Centronics Printer Interface 


£241 


Free | 

AVAILABLE NOW!! 

UNBEATABLE 

Games Ace features: OFFERS 

KEMPSTON COMPATIBLE • JOYSTICK INTERFACE 
ACCEPTS ANY 9 PIN JOYSTICK INCLUOING RAPID 
RRE MODELS 

PLUS DELIVERS THE SOUND ROM YOUR 
GAMES THROUGH TV SPEAKR. (Fuly coMniWM 

ONLY £10.99 or complete with QuickShot 
on\y £17.99 POST FREE 


□ Suitable for any Centronics Printer 

□ Complete with Printer Cable 

□ Microdrive Compatible 

□ Tasword Compatible 

□ Hi-Res Screen Dump (Edson) □ Easy to i 



USUALLY SAME DAY 
DESPATCH ON ALL ORDERS 

SENDCHEQUES PO\ TO 

UN ITS 8/9 
FEN l ON INDUSTRIAL ESTATE, 
DEWSBURY ROAD, fenton, 

STOKE ON TRENT TEL: 0782273815 
FAX: (0782) 264510 


24 HR CREDIT 
CARD LINE 
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•"l^hts is the stuff! Pure 
I Alistair Maclean Where 
I Eagles Dare-style. The sort 
of We-want-aTutile-heroic 
gesture - in-you-go aw donV 
come-back mission that makes 
the blood run cold. 

Somebody has to infiltrate 
the Na^i headquarters, located 
in an eight-storey castle. That 
somebody is you, suicidally 
solo and armed only with a rifle 
and limited ammo. And of 
course the place is crawling 
with stormtroopers. 

There are three saboteurs to 
find, held somewhere in the 
dungeons. You have to liberate 
the commandant's private 
collection of antiquities. And, if 
you can see your way to doing 
it the allies wouldn't mind if 
you blew the base into a billion 
pieces with a well timed 
explosion before leaving! 


'' O '^w 






This is the sort of game that 
you play with a stiff upper lip, a 


supple joystick wrist and burnt 
cork all over your face. 

Behind the gung-ho heroic 
plot lies a stngle-player 
Gauntlet-style program, and 
one that surprises its medieval 
inspiration. 

For a start, the graphics are 
bigger. Bigger, yes, but clever 
planning has all but avoided 


landscape still scrolls. It's not a 
continuous, smooth scroll - it 
only moves when you reach the 
edge of the screen - but the 
programmers have played fair 
and, providing you keep your 
finger on the trigger, you 
should have time to nix and 
Nazis as they appear on-screen. 
The other main difference 
from Gauntlet is gameplay. 
While the swords and sorcery 
epic concentrates on slashing 
and blasting, there's much 
more strategy to Eagle's Nest. 
Direct contact with the Hun 
adds fatal hits at a drastic rate. If 
you're to survive for any length 
of time you'll hand around 
corners and make full use of 


attribute problems. Quite how 
they've done it Tm not sure, but 
it's almost like those notorious 
clashes don't exist. The 
scenery's pretty atmospheric as 
well, with dark corridors, iron 
doors which require keys, 
wooden ones which can be shot 
away, officials at desks.,. You 
really have a sense of being in 
the thick of it. There are even 
toilet cubicles, which you can 
blast openl 

Despite this detail, the 


SINCLAIR USER MARCH 1987 


siisssr. stnin iwiti 


W here do I begin? East- 
Enders is almost too 
awful for words. 

The best way I can express it 
is that very little you have ever 
read about, ever, is as bad. 

The program has been 
licenced by Macsen from the 
BBC and deserves to bomb 
dreadfully. 

1 don't think there's a single 
redeeming feature in the whole 
package. 

Let's take a step-by-step look 
at what you get for your £9.95. 

Right. In the game, if you can 
call it that, you take the role of a 
mysterious character who 
inhabits Albert Square. You are 
apparently unemployed, owing 
to the decay of the country 
under the reign of Thatch, and 
spend your days helping out the 
lovable cockneys from Ver 
Skware. 

What we have here is a 
phenomenafly ghastly mish¬ 
mash of completely dreadful 
mini-games. Each of the main 
locations in the TV show has 
been transmogrified into a sub¬ 
plot. All your favourites are 
there. You start the game in the 
middle of the square. Things 
stSjrt to look quite bad even at 
this early stage. Buildings are 
represented by large coloured 
squares and you are rather too 
big and shown side-on and in 
one colour. 

Once you've walked to a 
coloured square, you will be 
presented by a very terrible 
indoor scene. If you are unlucky 
enough to end up in the Queen 
Vic your little man changes into 
a hand. On the screen are a row 
of bottles, a row of glasses and 
a row of pumps and a bar. It's 
your job to help out Wicksy. 
Den apparently is busy upstairs 
trying to administer a stomach- 
pump to Angie. Anyway, a 
customer will arrive and will 
order a drink. You have to get 
the correct glass, bottle etc and 
stick in some ice and lemon 
where necessary. 

Next it's off to the Fowler's 
house where you must either 


FACTS BOX 


The naffest game release 
from a 'major' software 
house for two years. No- 
one should be allowed to 
push this on to the 
shelves 


Label: Macsen 
Author: in-house 
Price: £9.95 
Memory: 48K/128K 
Joystick: nOPlG 






feed or rock the baby 
depending on it's mood. 

The Launderette is a vital 
stopover. Collect those crazy 
baskets of washing before they 
mount up, and do something 
with them before going on to... 

The Allotment! Yus. Arthur 
has had a mental breakdown 
and can't attend to his Dhalias. 
Guide those garden shears all 
over the place, snipping the 
weeds before they reach the top 
of the screen. 

Ozcabs doesn't escape either. 
If you hear a ringing in the 
background, you must dash to 
the phone and see who wants a 
cab. Then you drive around the 
screen in a plan-view character 
graphic maze-style routine, pick 
up the little stick man and take 
him wherever he wants to go. 

Finally there is The Fruit Stall 
which is the worst of all. You 
must look after the stall in the 
market, stocking up on 
vegetables. 

The graphics are simply 
atrocious. They're littered with 
attribute problems and poorly 
defined. The sound is terrible 
and gameplay is slow and quite 
pathetic. 

Even if you're a big fan of 
EastEnders, don't be stupid 
enough to buy this. It's a 
complete dodoH 


N orman the cat stumbles 
blindly out of his local 
pub and into one of the 
most bizarre arcade adventures 
ever to cross wires with the 
Spectrum. 

At first the land GreyfeU 
resemles the Ultimatesque 
exteriors of Knightlore and 
Alien 8, combined with an icon 
control system that looks as if 
it's been lifted from Beyond's 
Enignria Force. 

But there the similarities end. 
The game is a wickedly 
sarcastic comment on heroic 
fantasy where 'umble 'eroes 
battle darkhearted demons. 

The nearest you'll get to an 
'umble 'ero is Norman. The 
great wizard Hitormis, tells you 
of how the land of Greyfell was 
pluged into darkness when 
Mauron, the Evil One, stole the 
precious orb of light. Peace and 
love have been banished 
forever from the land. Anyway, 
that's enough plot. Basically its 
incomprehensible tosh - and 
intended to be so. I suppose 
you ought to know there's an 
Orb too which needs to be 
returned to its proper place in 


the Cup of Sorrows. 

Gre^ell is absolutely chock- 
full of seemingly useless 
objects some protected by 
medieval security systems, 
huts with seemingly useless 
interiors, and seemingly 
endless tree clusters. 

You'll never walk alone in 
Greyfell. Not for long. There are 
five goodies and eight types of 
baddie. A simple artificial 



















































HINTS AND TIPS 

# Oofi't waste ammunition. 
You're limited to 99 rounds at a 
time and it taken two shots to 
kill a soldier, so don't blast 
mindlessly. 

• Us your resources carefully. 
Don't try to collect ammo 
beyond the 99 rounds limit, and 
don't collect first aid kits if 
you're in good health. 

• If you waste keys in the early 
stages, you may find you can't 
complete the mission. 

# Make good use of cover. 
Shelter behind oil drums rather 
than blasting them all out of 
the way, then shoot round 
them. The Nazis are fairly dumb 
and will charge into your hail of 
bulletsl 


A Gauntlet-style game 
that outdoes the original 
with great graphics and 
strategic gameplay. Ter¬ 
rific fun - buy it 


INTO THE EAGLES NEST 

Label: Pandora 

Author: Kevin Parker and 

Robin Chapman 

Price: £8.95 

Memory: 48K/128K 

Joystick: various 


around when you don't need to 
and don't get involved in 
unnecessary battles. 

However many of the enemy 
you take out, more will always 
appear. Most importantly, don't 
wander aimlessly from level to 
level, because when you return 
you'll find that all the doors you 
carefully opened are shut again, 
making the trek to the stairs 
even more hazardous. 

Finally, salute the touches 
that mark out the care taken 
with this program. You can 
choose between silence, 48K 
sound or enhanced 128K music 
and effects. 

There's also a Load Data 
option on the opening menu's, 
so that new adventures can be 
launched at a later date. 

All in all it's quite a pleasant 
jaunt Into occupied territory. 
Gauntlet-style. 

We've not heard much from 
Interceptor recently, but Into 
the Eagle's Nest is a great way 
to launch their Pandora label. 
The action isn't quite so frantic 
as Gauntlet's, as it's geared to 
tip-toeing secretly round, but 
it's fast enough and the 
strategic elements should give 
it a longer life. 

Accept this mission and buy 
this game® 


narrow passages, taking pot 
shots as they charge you. 

You'll also need to make a 
map, because not all rooms are 
useful, while some routes take 
you back on yourself, and you 
won't want to dawdle in these 
surroundings. It's worth noting 
where the supplies of food and 
life-restoring medicine are, as 
well as the ammo boxes, 
because few things are more 
embarrassing than finding 
yourself surrounded by the 
Bosh without a bullet to your 
name. 

Like all the best infiltration 
epics, the secret of success is a 
clear plan of action. Don't stand 


Humorous fantasy com¬ 
bined with a strongs 
heroic quest, set in a 
Knightlorish world 


GREYFELL 
Label: Starlight 
Price: £9.95 
Memory: 48K-128K 
joystick: variouS 
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right spell - it'll hit the baddie 
and destroy it. More than likely, 
however, the spell will float 
over its head and it'll get even 
more angry. 

The Other icons are more of a 
pain to use. You have to flip 
through four of them and press 
the Fire key to pick up an object. 
That would be OK but if several 
rats are making you feel as if 
you're the minced meat in a 
sandwich you can't do anything 
but defend yourself and loose 
energy. 

Only the right type of spell 
will destroy first magnitude , 
monsters - wolves, killer 
tomatoes and cat-eating, fish¬ 
headed plants, but a good fist- 
clobbering will do for some of 
the lower life forms among the 
dark lord''s denizens. Just hit the 
Fire button and Norman hits his 
foe. You will, of course, have to 
be within striking distance and 
you'll have to get in one or two 
good thumps before the 
baddie's blitzed and all the 
while you'll be in danger of 
losing one of your nine lives. 

Greyfell is one big trap. You 
can fall down pot holes into 
useless dungeon locations. You 


can step on pressure pads 
which catapult you into the 
arms of fish-head plants. Or get 
pinned between walls which 
pop out of thin air. 

The walls are there to protect 
some of the more important 
objects. When you step toward 
them, over an invisible 
boundary, they build brick by 
brick and, unless you've worked 
out which spell to use you'll just 
have to give up and go on 
searching for cup and orb. 

Very rarely do two cliches put 
together make an original 
game, but Greyfell is an 
exception. And who cares if it's 
filched bits and pieces from 
Enigma Force, Knightlore, Alien 
8, Fairlight, Marble Madness 
the Holy Grail.. .■ 


intelligence routine makes the 
goodies talk through speech 
bubbles - a technique first used 
in Imagine's Movie - while 
baddies remain silent, but 
deadly if they get too close. 

Greyfell's characters talk in 
riddles and spout on about their 
standard of living and what they 
need to survive. Offalorien, the 
shifty spy, for instance, says 
'Fruit 4 me'. When you come 
across a strawberry, perhaps, 
pick it up and look for shifty. 
Maybe he'll give you something 
in exchange to help you with 
your quest. 

You pick up objects, choose 
Zap spells and use them with 
the icon-control system. It's 
slightly unwieldy and, when 
baddies are badgering you, 
almost impossible to use. 

The Zap icon is easy to use, 
you just press Fire twice and the 
current spell wends its way 
slowly towards the enemy. If 
your luck holds - and it's the 
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STEVE TURNER 
AGE 32 


The first time I saw a computer I 
was fifteen. It was about the size 
of a desk and it had 51 2 bytes. It 
was in the school maths 
department. We had to put reels 
and reels of paper tape in, to 
assemble and then run the simplest 
program - all the output was via a 
teletext. 

I learnt a bit of programing at 
school and around computer clubs; 
stuff like Algol 60, Fortran, I learnt 
assembler and Cobol under a job 
training scheme in the VAT. I also 
worked at the customs and excise 
as a programmer. Mf it breaks fix if 
they said. It never broke, I got 
bored. 

I played around with the ZX80 
when it came out, I built it OK but 
the power supply which came with 
it blew up. I was ready with my first 
animated ZX80 game when the 
ZX81 came out. It was not good 
timing. When the Spectrum came 
out I decided at last this was the 
machine for me. 

To learn programming I'd go to 
the library, there are a lot of good 
books around a couple of names I 
fan remember are Rodney Zaks 
Z80 guide and Levanthalls Z80 
programming. I still use that. 

The first program I ever wrote 
was something that generated the 
Fibinucci sequence, that may sound 
dull but I followed it up with the first 
program I am still proud of - a 
dating program. The dating 
program was a complete success — 
kids paid money to go on the 
computer — there were some 
unlikely combinations. The money I 
should say went to charity and a 
good tim e was had by all. 

VITAL DETAILS 


Which other programmers do you 
admire? 

Jeff Minter for his sheer 
individuality, I used to 
admire the Ultimate team 
for being consistantly good 

What are your favourite 
programs? 

Atic Atac, Ancipital (on C64) 
and Starglider on the ST. 
Basically I'm a big shoot 
em up fan 

What arcade game do you get the 
highest scores on? 


STEVE Turner is a bit of a legend at 
Hewson. His list of hits is pretty 


T.A.LK. 




impressive and includes such gems as 
Avalon, Quazatron and - his latest - 
Ranarama. We ask him wots wot 


IBM compatibles to talk to 
a Spectrum using parallel 
transmission — to print out 
text files for example 
Programming Ambition 
I'd like to do an interactive 
film - something with the 
speed and excitement of an 
adventure movie — it would 
need speech as well. 
Favourite TV program 
Horizon - I like programs 
that stretch the mind 
otherwise I don't watch TV 
Favourite Film(s) 

Close Encounters of the 
Third Kind and Star Wars. 
Both of those films seemed 
to change the world for a 
while after you'd seen 
them. 

Favourite Records 

Led Zep IV, Rush: Signals 

Favourite Books 

Lord of the Rings, Worlds in 
Collision by Immanual 
Velikosky and the 
Lensman series by Doc 
Smith 

Worst program that also did well 

Commodore Commando 
(dire) Valhalla from 
Legend (I never liked it) 


World Cup — not a favourite 

World Cup Carnival (need I 
say more) 

Hobbies 

The main one is music I've 
got guitars and some 
synthesisers at home 

Worst subject at school 

French 

Best thing about the Spectrum 

It manages to fool you into 
having a high res screen 
without using a big amount 
of memory 

Worst thing about the Spectrum 

Lack of any support chips 
whatsoever 

SOFTOGRAPHY: 3D Space 
Wars (Hewson, 1983) 3D 
seidab Attack (Hewson, 

1983) Lunattack (Hewson, 

1984) Avalon (Hewson, 
1984) Dragontorc 
(Hewson, 1984) Quazatron 
(Hewson, 1986) Ranarama 
(Hewson, 1987) 


I do alright on Star Wars — 
most things that require 
instant response rather 
than thought 

What program would you most like 
to have written? 

Elite, I always wanted to do 
a vector game but I thought 
the Spectrum couldn't 
handle it - it can, but the 
maths get horrendous 
Greatest programming 
achievement? 

I've just made it - I've 
found a way to program a 
Centronics printer interface 
to be an interface between 


Ranarama in action 


computers — you can get 
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All titles of Software 
stocked for all 
machines including 
Spectrum + QL 


MKCKOSMmS, 

ROMO, WMgMMmmY, Mm 

(Mmxr TO TOO) tml: omi-i 


9L: 0S1-930 MOIM 


Spectrum 128 + 2. £149.95 

Spectrum 128 + 2 pack. £159.95 

Spectrum 128. £109.95 

Spectrum Plus. £89.95 

Amstrad 464 + Monochrome. £195.00 

Amstrad 6128 + Monochrome. £295.00 

Spectrum Power Supply line post).. £9.95 

Computer Data Recorder 

line power lead). £24.95 

Cassette Lead. £ 1.59 

ZX Service Manual £29.95 

ZX Spec Keyboard Mat £ 5.95 

ZX Spec Keyboard Membrane. £3.99 

ZX Spec Template £3.50 

ZX Spec Jack Socket. £0.75 

ZX Power Socket. £1.25 

2m TV/Comp Lead £2.49 

1m TV/Comp Lead £ 1.59 

ZX + Membrane.. £8.50 

Spectrum to Spec + Kit. £34.95 

OK-Single Port J/S Int £8.95 

DK-Light Pen/Interlace £18.50 

DK-3 Channel Sound. £24.50 

DK Speech Synthesizer £23.95 

Lightning DX Joystick £7.50 

*Joystick (S.S)- Steel shaft* 

*Joystick-(M.S)- Microswitched* 

Pro Ace. £ 9.95 

Micro Ace (S.S) (M.S). £15.95 

Zip Stik-hlew Model-IS.S) (M.S). £19.95 

Ram print with Ram write. £29.95 

Datex (Led Fire) (S.S) (M.S). £14.95 

Ram Music Machine. £47.50 

Vulcan Gunshot I. £6.50 

Arcade by Euromax (S.S) (M.S). £17.95 

Vulcan 'Switch Joy' (S.S) (M.S). £10.95 

New 'Microblaster' (S.S) (M.S). £14.95 

Konix Speedking (S.S) (M.S). £11 50 

Joyball (M.S). £13.95 

Moonraker Joystick. £ 4.99 

Kempston Pro Joystick Interface. £15.95 

Tristate Joystick l/F. £12.50 

Cheetah 125 +. £7.50 

Cheetah Mach I (S.S) (M.S). £13.50 


£69.95 



Joystick (+2) Selector Cable. £2.99 

Joystick Extension (3m). £ 9.95 

314in Lockable disc box holds 90. £9.95 

Dual Port Interface. £12.99 

DK-Programmable J/S l/F. £22.50 

Cheetah Spectrum. £24.50 

Cheetah Sound Sampler. £44.95 

Cheetah Midi Interface. £49.95 

128 to Midi Lead. £ 9.95 

56W Extension Cable. £ 9.95 

56W Double Extension Cable. £14.95 

TV/Computer Splitter. £2.99 

Kempston Mouse with Rainbird 

'Art Studio'. 

QL Disc Interface. 

QL Centronics Interface. £39.95 

Kempston Disc Interface. £85.00 

Centronics 'E' Printer l/F. £39.95 

L-Print III SER/CENT Interface. £32.00 

L-Print Centronics Lead. £12.95 

L-Print Serial Lead. £12.95 

Int-I to Epson. £ 9.95 

Int-I to Brother.... £14.95 

Opus Centronics Lead. £ 9.95 

Opus Serial Lead. £ 9.95 

Microdrive Extension. £ 9.95 

On/Off Switch (State Model). £4.95 

QL Joystick Adaptor. £ 5.95 

QL/Brother Serial. £ 9.95 

Spec + Dust Cover. £ 4.99 

Timex/Alphacom Thermal Paper 

5 Rolls (inc post).£10.95 

ZX-Thermal Paper (5 Rolls). £10.95 

Voyager 7/S-W/INT.£129.95 

QL Modem + QCall + QConnect + 

QMod by Tandata. £99.95 

Tasword Two. £12.95 

Tasword 128. £18.95 

Tasprint. C.£9.50 M.£10.95 

Tascopy. C.£9.50 M.£10.95 

Tasword Three. M.£ 15.95 

Tasdiary (M/D Qnly). £ 9.50 

Taswide (Screen Stretcher). £ 5.50 

New Beta Plus Disk System. £99.95 

Beta Disk Interface. £59.95 

DK-Tronics Keyboard. £29.95 

Saga Emperor Keyboard. £37.50 

Saga Elite Keyboard. £66.50 

Lo-Profile Keyboard. £37.50 

Romantic Robot 'Multiface I' 

Backup Utility. £39.95 


Currah Speech. £19.95 

Rotronics Wafadrive. £59.95 

RS232/or Cent, for Rotronics. £12.95 

16K Wafa. £3.59 64K Wafa. £3.79 

128K Wafa. £3.99 

4 Pack Microdrives. £ 7.95 

Single Microdrives. £ 1.99 

Discovery ! Disk Drive disk) 

128/48K (State Model). £114.50 

Axiom 3H" SS Disks (10). £16.95 

Cumana/Dpus 5%" SOT Drive + 

Disk Interface. £189.95 

QL Disk Drive (3H"). £99.95 

MCP-40 4 Colour Printer 

(Centronics). £59.95 

Tatung TP 100 Printer 

(Centronics). £199.95 

H"x9%" Paper (1000 sheets). £9.95 (inc post) 

DMP2000 Ribbons. EA £5.95 

Tatung/Welco Ribbons. EA £4.99 

Currah Microslot (2-Way Expandable 

Motherboard). £ 6.95 

Konix Liberator (10 Function Interface) 

•Please check availability*.^. £34.95 

Computer Liquid Cassette Care Kit. £3.99 


,.. £6.75 
... £6.75 
£12.95 
.. £6.99 
.. £6.75 
, £7.25 
£7.95 
£7.95 


ALL CURRENT TITLES STOCKED* 

Paperboy. 

Dragons Lair 

Trivial Pursuit. 

Scooby Doo 

Nightmare Rally. 

Glider Rider 
Ace by Cascade 

Cascade Tape '50'. 

Costal Castles . £ 7.95 

City Slicker. £ 7.95 

Pub Games. £ 7.95 

Tarzan. £ 7.75 

Computer Hits III. . . £ 7.95 

Shao-Lin's Road. £ 6.75 

Goonies. £ 6.75 

Marble Madness Construction. £7.75 

Great Escape. £6.75 

Now Games III. £ 7.95 

fist II. £7.95 

Yie Ar Kung Fu. £ 5.95 

T or M. £ 7.95 

Never Ending Story. £ 5.99 

Masters of the Universe. £7.50 


STOP PRESS 

The Disciple, 
the answer to 
the Spectrum 
User’s pra-yer. 
As reviewed b'y 
Sinclair Users 
March issue. 
OUR PRICE 
£89.95 
Dealer 
enquiries 
welcome 


MAIL ORDER 

Cheques/P.O. payable to: 
MICROSNIPS LTD, UK 
add 5p in £ postage. (24 hour Ansaphone) 
lOp in £ for overseas orders 


)• 



MAKE 

PICTURES... 

On 48/128/Plus and now available for 
the 128 + 2. The superb Trojan CAD- 
master lightpen and software with all 
features plus reliability. 

Highly acclaimed in reviews-the screen is your canvas. Full 
colour masterpiece or simple line drawing, you are limited only 
by your imagination. 

★ Freehand write/draw ★ Circle, box, triangle, lines, banding, 
rays ★ Quills, ★ Copy, ★ Enlarge, ★ Text, ★ Fill colours or 
patterns ★ Window ★ Printout, ★ Save/load to microdrive or 
tape etc. All this and more for only £19.95 (inc p&p in UK add 
£1.50 overseas) 

MAKE 
MUSIC... 

On 48/128/Plus/128 + 2 with the 
incredible MUSIC MACHINE by 
RAM. The complete home computer 
music system with MIDI in/out/ 
through. Compose your own songs, 
tunes, rhythms using the built-in sounds or mix with your own. 
Can be made to sound similar to any instrument. Includes eight 
drum sounds. As shown at PCW Show - rave reviews - (Sinclair 
User Oct ’86) you must get one for only £49.95 inc. p&p UK and 
£2. overseas 

Trade and Export Enquiries Welcome 

COMPUTER 

CUPBOARD 

Freepost LONDON W5 IBR (SUl/87) 

Please supply Light pen 48/plus/128 £19.95 

Light pen for 128 + 2 £19.95 

Music Machine £49.95 

Name. 

Address. 


Postcode 





With the Videoface you can transfer television 
pictures into Spectrum SCREENS. With this 
SCREENS you can do whatever you like. You 
can LOAD them into a drawing program or 
make hardcopies on a printer (see examples) 
For the Videoface a video-out signal is needed 
so you can use a video recorder, camera or 
scart-television. 

You can even use another computer as a 
transmitter. What would you think of a 
Commodore screen in your Spec?? 

The Videoface scans continuously and 
because of it’s speed, it appears you’re 
watching a digitised movie! 

The Videoface produces a high-res 256 x 192 
x4bit screen. 

The software is fully menudriven and is Beta 
and microdrive-compatible. 

Slice adjustable while scanning. Always 
Stores the latest six screens for animations! 
The Videoface digitieses a picture in 0.27 
seconds! 

And you can use it for fun, computer art or 
professional aims 

So why hesitate? Rush to the mailbox and 
order now! 

The Data-Skip Videoface digitiser is £69, 
incuding P&P and VAT. 


DIGITISER 



Please send me_Vidoefaces at 

£69 each, VAT and P&P is included. 

I enclose Cheque or Postal Order for 


I Made payable to Data-Skip, Gouda, 

I Holland 

Name_ 

Address_ 


Trade enquiries welcome, please contact us; ' qinnatunk 

(0) 1820-20581 Data-Skip, L. Willemsteeg L- _ __ 

10,2801 WC Gouda, Holland Micro Connection (Belgium) 

•Also available from Romantic Robot 01 625 9463 ABC (Germany) 
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J aws dropped when 

Shadow Skimmer came 
into the office. Leads were 
checked, heads were shaken, 
could it really be on a 
Spectrum? 

It was. Shadow Skimmer is 
the smoothest scrolling most 
attribute-clash free game 
you've ever seen. 

It takes a sizable leap beyond 
Lightforce's previous 
achievements in this area. It 
looks, if you want a point of 
reference, a little like Uridium 
did on the Commodore but is 
maybe even more detailed. 

The game play itself is a 



your space skimmer. No 
problem, all those ultra efficient 
hull defence systems should 
take care of alien interlopers but 


like Uridium too, in that it 
combines frenzied shooting 
with not bumping into things. It 
is also set on the surface of a 
giant space ship. 

There is, however, nood 
deal more to the garni 
of this minht suaaest 
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, a good 
3 game than any 
l.m 3 might suggest. 

The plot is this. There you 
were, dossing it on a Grade A 
interstellar liner when it's your 
turn to check the outer hull in 
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guess what? Things go horribly 
wrong and you get trapped out 
there amidst a trillion different 
defence mechanisms in a 


landscape of almost box-like 
enclosed spaces. It isn't easy to 
manoeuvre let alone survive. 
Somehow you have to get past 
all the ship defences and make 
it to the one route back to the 
safety of the ship. 

Problems come in various 
guises, obviously there is a 
strong chance of being blown 
away by assorted ship laser 
defence mechanisms, there is 
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also another problem - finding 
your way around, often a 
section of hull seems 
impassable and back and forth 
you go crunching into 
bulkheads. Part of the trick is to 
make use of a nifty facility 
which enables you to flip your 
ship (a hip hop phrase if ever I 
heard one). Flipped, for 
structural reasons that elude 
me, your ship can pass under 
some of the obstacles in its 
path. There is a problem 
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though, upside down your ship 
is not nearly so capable of 
defending itself. 

In some cases one route 
through the ship is to enter the 
cargo holds and find another 
exit. The sequence where the 
cargo doors open and close 
around your ship is, simply, 
breathtaking. I don't know why 
exactly such a small thing 
should seem so wonderful but 
it's so smoothly and elegantly 
done its almost my favourite 
feature. 

Over all the scrolling, is as 
smooth as caramel, the 
spaceships are some of the 
most creative I have seen, and 
you couldn't ask for more 
speed. Shadow Skimmer 
scores all the wayB 
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KAT 

TRAP 


N ames. Funny, aren't 
they? We'd be lost 
without them, but 
thinking up good ones is sooo 
difficult. Look at Domark's 
situation. Having developed a 
birrova 'rep' for being 
inconsistent (wholly unjustified, 
you understand) they decided 
to get 'with it'. 

And so Streetwise is born. A 
new label 'that puts forward 
programmers for the 
recognition they deserve', has 
probably the least trendy logo 
imaginable and pretends - 
unsuccessfully — to be 


completely unconnected to 
Dom-Dom and his mate. 

One of their first releases is 
Kat-Trap, designed by the 
winner of a competition in 
Crash magazine and 
programmed by that zany 
bunch of funsters at Design 
Design. 

So, if it was a bit of a surprise 
then to find the game's got the 
most useless storyline in the 
world.; Everyone on earth gets 
sunburned (owing to solar 
explosions) and leaves the 
planet unattended while they 
go on holiday or something. 
When they get back, the whole 
place has been invaded by cats. 
The evicted humans, being 



far too simple to breed some 
Dobermans and send them 
down instead, decided to do 
battle with the cats with two 
hardy space-warriors, M.T.-E.D. 
and Hercules 1. The lads land 
on the planet and Hercules 1 is 
instantly captured (it would 
the one that's easy to type). 

It materialies (What does? It 
does) that you must control 
M.T.-E.T. and guide it around 
the world, searching for its lost 
comrade, and the enemy base 
which, when destroyed will 
defeat the cats. Obvious isn't it? 

Each sector of the game is 
labelled; The Ruined City, The 
Charred Forest etc and each is 
home for a different breed of 
enemy. Each of which is 
susecptible to a certain form of 
attack - Flames don't fancy 
water, that sort of thing. 

The graphics are cutesy and 
you move around the screen 
looking like a pudding-basin 
with eyes and odd legs. The 
animation is very smooth, as 
you glide about, ducking and 
jumping and shooting cats who, 
oddly enough go "pow" 
(instead of 'meow', I s'pose). 

At the bottom of the left/right 
scrolling screen — well it doesn t 
scroll, infact. It sort of flicks, but 
it changes before you get to the 
end of the screen, so it looks a 
bit scrolly - is a power guage 
which indicates how much 


power you have left. Yes, really. 

M.T.-E.D. (apparently it 
means Multi Terrain 
Exploration Droid) is equipped 
with front-firing guns and a 
grenade launcher. Grenades 
can be collected by eagle-eyed 
players who spot the big crate 
with 'Grenades' on the side. 

A peculiar thing is the way in 
which you die. Whenever you 
are hit by anything hostile, 
M.T.-E.D. will be hurled forward 
in a most silly fashion. Even if 
you were facing right and a cat 
in front of you shot you in the 
head with a laser right - yes, I 
know it's a stupid concept - 
you'll fly right for a couple of 
screens, and skitter along on 
your bonce. Very odd. 

Kat-Trap is certainly a high- 
quality product. The code has 
many inventive twiddles and it 
is quite interesting to play. But, 
essentially, it is just another 
quasi-thinking person's- 
scrolling-shoot-outH 


FACTS BOX 


An interesting game. 
More mainstream than 
most of Domark's stuff 
to date, and with a very 
slick feel 


KAT-TRAP 
Label: Streetwise 
Price: £8.95 
joystick; various 
Memory; 48K/128K 






W ell I sort of like this. It 
reminds me vaguely 
of Postman Pat the 
kids all-action progam about 
the adventures of a postman. 

He has a red van. Its very nice. 

Anyway Mailstrom, a 
postman game set towards the 
dawn of the 21st century where, 
curiously, Michael Nasty drives 
Skit (are bells ringing?) a bright 
red van, determined to get the 


MAILSTROM 


FACTS BOX 


Possibly the only post¬ 
man game to be set in 
the 21st century clever 
ideas but not likely to 
have long term appeal. 


post through at any cost in a 
post nuclear world of anarchy 
and destruction. This is an 
unusual plot for an arcade 
game. 

The story goes like this; 
collect letters from the sorting 
office, a series of lights then 
indicates which houses must 
have a letter delivered to them. 
As you drive around you will 


pass post boxes from which 
you must collect bags of mail. 
Unlike conventional postmen 
you feel that a mere key is not 
an adequate means of opening 
the box, the answer? Bombs. 

The mixture of letter delivery, 
letter collection, avoiding 
muggers and exploding post 
boxes forms the sum total of 
the game. Though it has various 


MAILSTROM 
Label: Ocean 
Author: Reptile Industries 
Price; £7.95 
Memory; 48K/128K 
joysticks; Various 



Reviewer: 
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icon controls there really isn't 
very much to it. The conflict in 
the game resides merely in 
trying to meet the sack 
collecting required set each 
day. Complex it isn't. 

The graphics are pretty good, 
although technically the game 
doesn't really pose many 
problems. The van moves 
slowly (well the street scrolls 
behind it) and sometimes 
Michael has to get out to blow 
up a post box but the areas of 
movement are carefully 
controlled so there is little 
colour clash. The van is red (a 
surprise that) the backgrounds 
are a sort of shaded black and 
white - quite effective actually - 
very post apocalypse film noir. 

As a game, well I enjoyed it a 
suprising amount, chugging 
around in my little van 
delivering the mail but then I 
awlays was a bit simple. I don't 
think it will retain a long term 
appeal. I'd give It a life of only a 
couple of weeks. Still, in its own 
terms a successful little game. 
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I t's now almost four years 
since Gilsoft sprung The 
Quill, the first ever adventure 
writer on an unsespecting 
world. 

Despite its age, this utility 
was without serious challenge 
until last year - when Incentive 
launched its Graphic Adventure 
Creator. 

Although these packages 
require upwards of £16.95 for 
the creation of graphical 
adventures, no system had 
made a bid for the budget 
building adventure builders. 
Until now, that is. 

With the release - by Alpha- 
Omega - of a system to build 
graphical adventures for a mere 
£7.45. 

While it is patently unfair to 
compare this with other 
packages at more than twice the 
price, I will - nonetheless - do 
exactly that. You see, there's 
nothing else to compare the 
Adventure Building System 
with. 

Unlike both GAC and the 
Quill, ABS comes with Ram 


ADVENTURE 

BUILDING 

SYSTEM 


TOOL-KIT 


Save/Load as standard (though 
it calls them Save/Load to Bank) 
as well as the same to tape. 

Like Quill, Alpha/Omega's 
utility truncates words. 
However, it also offers an 
option to select how many 
letters (from three to seven) 
words are to be truncated to. 

In the screen presentation 
stakes it has GAC licked by 
offering a choice of three 
routines - including one 
intelligent' scrolling routine. 

ABS provides 100 flags as 
standard (and more can be 
added if required), but GAC-like 
subroutines are needed for 
timing sequences as no flags 
are up-dated - as Quill 
flags 0-11 are. 


The parser (the bit which tries 
to make sense out of player's 
input) is a little limited - much 
like that of the Quill. ABS cannot 
understand adverbs {Carefully 
examine chair), adjectives (drop 
the green key) or multiple 
inputs (get the axe then chop 
the logs) - though careful 
programming will allow the 
word It to be recognised (a 
point not mentioned in the 
manual). Similar programming 
can allow the addition of 
directions other than Up, Down, 
North, South, East and West, a 
message such as 'Are you sure 
you want to Quit?' and 
alternative character sets. 

But here's the rub. An 
extensive knowledge of Basic is 


FACTS BOX 




For the technically com¬ 
petent its excellent value 
for money and could be 
used to write a passable 
game 


ADVENTURE BUILDING 
SYSTEM 

Label: Alpha-Omega 
Author: T D Frost 
Price: £4.95 
Memory: 48K/128K 
joystick: none 


Reviewer; 








liT I 













/Characters by Gilsoft Is a 
I character-set designer for 
use with the QuiM 
adventure writing system. 
Gilsoft describes it as an 'easy 
to use character and UDG 
designer' and It Is, Gilsoft has 
gone to great lengths - 
extremes, even -- to ensure that 
Characters Is simple to get Into, 
No complications here. No, Sir, 
Nope. 

The display consists of a 
magnified IsixtyTour times 
actual size) display of the 
character you are working on 
beside a Itfe-si^e 
representation. The base of the 
screen is occupied by a 
large(tsh) blank area 
surmounted by an actual-siae 
depiction of the entire character 
set (Space to the copyright 
symbol). Only one character set 
can reside in memory at a time 
so on side two of the cassette 
are some pre-desig ned 


character fonts which range 
from gothic, through italic, to a 
futuristic set (or 'Mos Eisley', as 
it is known 'in the trade'. 
Impressive, huh?) in the main 


FACTS BOX 


Characters designers are 
two-a-penny and this 
one is overpriced for 
what it does. Nice fonts 
though 


CHARACTERS 
Label: Gilsoft 
Author: Kevin Madocs 
Price: £3.99 

Memory: 16K/48K/128K 
joystick: none 


Reviewer: 




' they are all well-designed. 

Where Characters falls down 
badly is it offers only the bare 
minimum of facilities. No 
Rotate options. No way to invert 
^ your designs. Mirror? You must 
be Joking! If it had been 
released at £1.99, then 
Characters would have been - 
Just about - acceptable due 
purely to the 22 pre-defined 
fonts (some of 'am are pretty 
good). 

But €3.99? Those of us with 
Bainbird's Art Studio or 
Softechnic's Artist M already 
have a far superior designer. 
The Character program on the 
Horfaons tape was better than 
this. 

Even the twenty-two superb 
fonts supplied fail to justify the 
price tag. 

There are many designers on 
the market which are both 
cheaper and more powerful 
than thisP 


ORG 

60000 

LOAD 

60000 

LD 

IX,(23563) 

LD 

E,(IX-e4) 

LD 

D,(IX-e12) 

LD 

C,(IX-E20) 

LD 

B,(IX-E28) 

LD 

A,(IX-e36) 

PUSH 

AF 


REVIEW 


E2' 


1 = 1 = 


JAIL BREAK 


Send coupon to: Jail Break 
Smash Offer, Konami, PO 
Box 67, London SWll IBS, 
along with a cheque/postal 
order payable to Konami 
for £5.95. Offer closes 
March 30, 1987. 




O 


•V 


needed to produce decent 
adventures with ABS. The 
program is extremely complex 
in operation and is not helped 
by some odd idiosyncrasies in 
the manual. For some reason, 
the sequence of entry of data 
on-screen and the order of help 
(and descriptions of what to 
enter) in the manual differ in 
several places. 

Other than this, the manual is 
useful, providing several step- 
by-step examples as well as 
helpful advice on writing your 
own conditions (as Basic 
subroutines). The manual also 
goes on to provide hints on 
adding last-minute touches to 
your game - such as keeping 
whenever a key is pressed, or 
just when an invalid key is 
pushed. 

The program which actually 
compiles all of your data into a 
finished game is extremely 
slow (taking nearly six minutes 
to compile a short 15-room 
adventure), but the end result is 
certainly worth the wait - with 
an impressively-fast response 
time almost up to GAC 
standard. 

At the moment, the 
Adventure Building System is 
text-only. However, Alpha- 
Omega will shortly release an 
uprated version which includes 
a useful graphics option. 

If you rekon you can handle 
the complexities of 
programming using the 
Adventue Building System then 
it's a terrific buy. But definitely 
not easy to get to grips with. 
Strictly, not for beginnersB 
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IT MUST DE CHRISTMAS 


lOonami 


KONAAAI'S COIN-OP HITS 


Cassette 

Disk 

SPECTRUM 

£9.95 


COMMODORE 

£9.95 

£14.95 ‘ 

AMSTRAb 

£9.95 

£1^95 




































































































SHADOW SKIMMER 


Absolutely millions and zillions 


LETTERS, 


H aving only recently begun to take 
your slendiferous magazine I 
wanted to get in contact with anyone 
who has the game Empires from 
Imperial. 

You need six people to play the 
military/minimg/conquer-the-galaxy 
computer controlled board game and 
I’m having trouble putting a team 
together! 

In desperation I turn to your readers 
in the hope of forming a postal 
campaign. 

A stamped addressed envelope to 
my address will suffice. 

G F Crane 
29 Fountains Close 
Popley 4 
Basingstoke 
Hants 


C an you and the other magazines 
get your act together. Your reviews 
are almost totally different. If one gives 
a Classic, and the other gives a rating 
of 14%, Who do I go by? Come on 
don’t do this to me. Why, oh why, does 
every body knock the Plus 2? I think 
Amstrad have done a great job on it, 
the play makes sound and music 
programming so easy. 

And who cares about a tapp counter. 
Only pirates who put programs on 
C90s. The normal programmer doesn’t 
need one. 

Tim Lawton 
West Sussex 

# / guess you 'll go on reading the 
magazine that gets it ri ght. H ow 
about a subscription to You 

know it makes sense. 


I got a 128K+2 for Christmas. Please 
could you suggest some books to 
help me get started with Basic 
programming. 

J Wroe 
Alt Estate 
Oswestry 

# Any beginner’s guide to Sinclair 
Basic programming wili do but try 
the Dorling Kindersiey Step by Step 
Programming books. Remember 
you can’t use single key-word entry 
on the 128K machines. DK is at 9 
Henrietta Street, London WC2. Tel 
01-240 5151 


H ow much does a company like 
Ocean spend on a licensing deal, 
say one like Cobra? Does it run into 
thousands, millions, billions?! 

Anyway it seems that most of these 
tie-in gams are of low quality and most 
software houses think the only way to 
sell a game is to base it on whatever’s 
big in the box office. And their probably 
right too but it’s not good for games. 
Robert Lenson 
Kilburn Priory 
London NW6 


A Ocean's AmEx card's handy for 

Cobra 


Send coupon to: Shadow Skim¬ 
mer Smash Offer, The Edge, 

O 

36-38 Southampton Street, 

II 

Covent Garden, London 

WC2E 7HE, along with a 

2 

cheque/postal order made 


payavle to The Edge for £6.95. 

III 

Offer closes March 30. 



I 'm game for a laugh at my expense if 
you publish tf^letter. 

A reader of and a Spectrum 
owner for some three years, I always 
said I would really get stuck in and do 
some programming etc. As it is, I rarely 
get beyond games but do enjoy my 
games of Scrabble against Fred’. 

I read with interest your Zap Chat but 
don’t really understand all the Peeking 
and Poking business. I also read with 
awe about the reader on 140,000+ 
points for Beachhead. So that I can 
slowly fade away in peace, can anyone 
help me past the battleship bit as I can’t 
get the range of the carrier or the other 
ships. So.. .and here’s the 
laugh.. .I’ve yet to see the fortress! 

There’s more! Only my daughter-in- 
law has ever got anyone over the road 
in Yomp and then not beyond the 
minefield! 

I am tempted to buy Beachhead 2 
but what’s the use if I can’t beat the 
original? 

So really this is a cry from the heart. 
Never mind the up and coming whizz 
kids (140,000, indeed). . . what about 
the ten year olds and the old 'uns 
struggling to learn the game? Perhaps 
you should run a wallys corner’? 

I just wonder how many of your 
readers are in my over-65 age bracket. 
Any idea? I think we should be 
encouraged so that maybe, one day, I 
will write a modest program . . . how 
about running one. . . just for us? 

Ron Wright 
Mill Road 
Haitsham 
Susses 

# Check out the idiot’s guide to 
Poking in this very issue 

Soccer curse 
strikes again 

( have never been bothered enough to 
write to you before, but I feel I must 
complain about Imagine’s Super 
Soccer. It is full of serious bugs. In a 
two-player game, if you foul somebody 
the player stays down, and hence you 
are stuck. The colour clashes are awful 
and it seems to me as if it was rushed 
out before Christmas. I know that no 
program can ever be error-free but you 
cannot even finish a two-player game. I 
feel that if Imagine are to keep their 
good name, they shouldn’t fall into the 
US Gold World Cup Carnival fiasco, 
trap and rush rele^^roducts. Keep 
up the good work |^j|, I enjoy your 
mag. 

Brian Steptoe 

Northholt 

Middlesex 


A One religious loony to another 


I would like toapologise to all of you 
people at for that bogus letter I 
sent you in the February issue 
complaining about obcene language. 

You know, the one sent in by the 
completely fictional Gilbert Lenson. If 
it’s any compensation. I’ve sent in a 
stream of letters and started a new 
organisation called The Goose Society 
entirely devoted to everyone at 
(except Jon Riglar for obvious 
reasons). 

To prove the ‘Gilbert Lenson’ letter 
was sent by me, if you compare the 
awful handwriting on both the letters, 
you will see that they are the same. 

Yours in sorrow 
Robert Lenson 

PS I don’t know why I buy your mag, 
my Spectrum’s bust 
PPS Shave Jon Riglar’s head and 
send him to a monastery 

# Wot a lousy fibber! Gilbert Lenson 
isn ’t compietely fictionai - the 
Lenson bit’s compieteiy real, if 
you’re going to do that sort of thing 
again try going the whoie way and 
changing both names 


Binomial 


gibberish 


F or Christmas I received the new 
128K+2. Brilliant, I thought. Proper 
keys! Built-in tape deck! Wonderful 
music! The amazing silicon disc! The 
huge 128K memory! Wait a minute, did 
I say huge memory? Yes, you’ve 
guessed it: either the biggest rip-off 
since Coca-Cola put with real 
vegetable extracts’ on its can or the 
incomprehensible Chapter 24 has 
claimned another victim. 

Confused? So am I. You see. I’ve 
got this thing about filing programs (in 
fact any programs which drains the 
memory and takes ages to load) and I 
hoped to expand them with the new 
vast memory but could only get 32K 
out of the machine (by using Dim 
a$(1000,32)) but this is in fact as much 
as I could get out of the ol’Spectrum. 
(Chapter 24 mentions paging the 
memory but could you please tell me, 
in non-binominal gibberish, what is 
wrong before I need a psychiatrist.) 

Ian Gadd 
Worcestershire 

# You’re right(ish). You can’t have 
an array bigger than 32K, but you 
can have more than one array! Set 
up another one in the Ram disc and 
ioad/Save (using the speciai 
commands see Chapter 20) the data 
into your program as necessary. 
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LETTERS 


Just one big 
Hoolahoop 


I am writing to complain about Jim 
Douglas’ comments in your i^iew 
column in January’s issue of g|l|. 

“War games are still astoundingly 
popular’’. You imply that it is a passing 
fad like skateboards and hula-hoops. 
War gaming has been practised for 
centuries and it has a minor spin-off 
called Chess (You may have heard of 
it). “.. .mutilation and destruction of 
other human beings.” 

Nearly every arcade game that your 
mag reviews and trumpets about 
involves gratuitous violence, Green 
Beret, Rambo, Commando et al. Just 
slit the opponent open with your 
combat knife, anyone gets in your way 
give ’em a squirt with your trusty flame 
thrower. What of the other games that 
involve terminating aliens, ghosts and 
anything that moves. 

“Not being the sort of magazine to 
take a political stance. . .” Crap! You 
sound like a CND supporter. 

I enjoy war gaming and all things 
military, but I am not a raving 
psychopath. I enjoy war games 
because the challenge is in out- 
thinking the opponent. Using my brain 
to device tactics that will hopefully give 
me an advantage. 

The death and the maiming is more 
abstract than say Commando which 
could just as easily have been named 

Soweto or Londonderry ’86. 

So, don’t knock war games please. 
Each to his own. 

David Eltringham 

Stockton 

Cleveland 

# Jim replies: Oh, come on! I’m sure 
there are a good many people who 
are just as interested as hula hoops 
and skateboards as you are in 
twenty-sided dice and little lead 
men. 

Despite this, we’ve written a 
special wargaming and role playing 
game feature (pages 76 and 77) just 
for you. Hope you like it... 

What do you mean you don’t 
believe us? Oh alright then. 

Sorry to sound like a CND 
supporter. I promise to interject 
some right-wing comments ngxj 
month. We aim to please at 





A Jim and his mate will be calling 
round to see ya... 


I read, withjiterest, the letter in the 
January |s^| regarding the service 
given by ‘Dixons’. 

When my new 128K+2 developed 
an intermittent sound fault I was more 
than a bit apprehensive about returning 
it to the suppliers, the Aberdeen branch 
of Dixons. 

A telephone call to the store 
confirmed that they were prepared to 
replace the unit rather than accept it for 
repair. I duly presented the offending 
month-old 128K+2 and was given a 
brand new unopened replacement. 

On getting home and setting up the 
machine I was much dismayed to find 
that none of my Microdrive cartridges 
would load. I packed up the 128K+2 
and returned to Dixons. The manager 
apologised profusely and I was given 
another, brand new, unopened 128K+ 
2 in place. 

Spectrum 128K+2 number 3 was 
connected up and again the Microdrive 
cartridges would not load. I packed it all 
up, including interface 1, Microdrive 
and cartridges and returned to Dixons. 

The head computer salesman was 
summoned and I explained the 
problem to him. Three new 128K+2’s 
were produced. Interface 1 connected 
and each refused to load the cartridge. 
(Test on an old style 128 proved 
Interface and Microdrive were 
operating correctly.) 

It was eventually decided that the 
current batch of +2’s were faulty and a 
previous stock model was taken from a 
display cabinet. This machine loaded 
from Microdrive beautifully. I returned 
home with 128K+2 number 4. 

At home with the computer 
connected up I found that there was an 
infuriating fault in that if the keyboard 
was left untouched for exactly 30 
seconds it locked and any further input 
was impossible. I telephoned Dixons 
who were still very sympathetic and 
asked if I could return the computer. 
They undertook to search out another 
of their original stock prior to my arrival. 

On returning to the store with the 
128K+2, interface and Microdrives the 
head computer salesman had located 
three of their original stock. The 
computer which had been on window 
display loaded from Microdrive, didn’t 
lock and has been operating perfectly 


(touch wood) since I brought it home. 

I have nothing but the highest of 
praise for the staff at the Aberdeen (St 
Nicholas Centre) branch of Dixons and 
think that their patience, understanding 
and helpfulness in this matter was of 
the highest standard. 

Keith Pirie 
Aberdeen 



I was interested to hear about Robert 
Lenson’s experiences with Dixons. I 
was not even slightly surprised. 

Having worked for Verran Micro 
Maintenance, the company which 
undertakes warranty repairs on Sinclair 
computers, last year, I can explain 
what probably happened: Dixons store 
staff appear to be unable to distinguish 
between what is a Sinclair product and 
what is packaged and sold with a 
Sinclair product by Dixons, ie, anything 
vaguely Spectrum related taken back 
to Dixons is quite likely to be sent to the 
wrong company for repair replacement 
under guarantee. 

While I worked for Verran last year, I 
dealt with a very large number of 
products sent in error - returning them 
to whoever sent them with an 
explanation and advising them to send 
it to the manufacturers for repair. This 
made no difference - sometimes, 
exactly the same item was sent straight 
back again (maybe they thought we 
would end up repairing it just to stop 
the hassle?) 

Unfortunately, Dixons was not the 
only company guilty of making silly 
mistakes which inconvenienced their 
customers; A//the high street computer 
retailers I know of did it at least 
occasionally while I worked for Verran. 
Even more unfortunately, customers 
assume that it is the repair company at 
fault when their faulty equipment 
dissapears for ages, which is simply 
untrue. Equipment often lies around 
gathering dust in stockrooms for weeks 
before actually being sent for repair. 
The list of complaints regarding chain 
stores is endless - Dixons are not that 
much more dreadful than any of the 
others. Not that much - just a bit. 

Coming round at last to my personal 
experiences of Dixons. . . 

I went into my local branch 


A Police containing irate Dixon's 

customers late last week 

(Camberley) on August 12 last year to 
buy a QL. In the window display, the 
package consisted of the QL, a printer, 
and a set of books. I got the QL and the 
printer, but. . . 

- What books? Qh. THQSE books. 
We’re out of stock. Come in next week 
with your receipt and collect them. 
(Next week) 

- Books? Oh THOSE books. 

(Week after that) 

- No sorry. We should be getting some 
(Phoned branch manager) 

Martin Reilly 

Frimley 

Surrey 


. by service 
at Dixons 


I too, have recently had problems with 
Dixons. I bought a 128, and asked 
the assistant about compatability with 
the 48K games. His immediate 
reaction was ‘Good Heavens, no! It 
won’t work at all.’ I deduced that I knew 
more than he did, so I bought the 
computer/printer without further ado. 

The printer didn’t work. I took it back, 
the same day, and they exchanged it. 
Each day for the next week, I was back 
in town, hoping to find someone in 
Dixons who knew what they were 
talking about, but their answer was 
always the same; ‘We’ll exchange the 
computer (or printer or interface. . .)’ 

Finally, I demanded a refund (this 
decision was helped by the knowledge 
that Amstrad were introducing a new 
Spectrum!) 

I wasn’t their only dissatisfied 
customer, either, during that week I 
encountered many raised voices. . . 

J Giorgetti 
Huddersfield 
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BARGAIN SOFTWARE ORDER FORM 

Please send me the following titles. BLOCK capitals please! 


Type of computer 




Title:— 

Amount 











Total Enclosed £ 



Name .. 
Address 


Tel. No. 


I Please make cheques or postal orders payable to BARGAIN SOFTWARE. 

* Prices include P&P within the U.K: Europe please add £0.75 per tape; 

I Elsewhere please add C1.00 extra per tape 
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1 , 

NEW! GAUNTLET 

US GOLD 

£9.95 1 

2 

(2) OLLIE AND LISA 

FIREBIRD 

£1.99 1 

3 

NEW! SUPER SOCCER 

IMAGINE 

£7.95 1 

4 

NEW! FOOTBALLER OF THE YEAR GREMLIN 

£7.95 1 

5 

(4) PAPERBOY 

ELITE 

£7.95 1 

6 

(3) THE GREAT ESCAPE 

OCEAN 

£7.95 ^ 

7 

(1) COBRA 

OCEAN 

£7.95 

8 

(5) TRIVIAL PURSUIT 

DOMARK 

£14.95 

9 

NEW! SPACE HARRIER 

ELITE 

£7.95 

10 

(9) 180 

MASTERTRONIC 

£2.99 

11 

(18) KONAMI COIN-OP HITS IMAGINE 

£9.95 . 

12 

(16) SPEED KING II 

MASTERTRONIC 

£1.99 j 

] 

1 (13) COMPUTER HITS TEN III BEAU JOLLY 

£9.95 1 

■. . . ...... 

14 

(12) HEAD COACH 

ADDICTIVE 

£8.95 i 

15 

(7) SCOOBY 000 

ELITE 

£7.95 j 


NEW! KONAMI’S GOLF 

IMAGINE 

£7.95 i 

A 

- ----- ^ 

17 

NEW! HIT PACK 

ELITE 

£9.95 ^ 

1 

(8) BREAKTHRU 

US GOLD 

£8.95 

y - 

(14) HAPPIEST DAYS 

FIREBIRD 

£1.99 

] .20 

(11) KAI TEMPLE : - 

FIREBIRD 

£1.99 




HOTTEST CLIMBERS 

★ ★★★★★★ ★ 


one of two very hot film tie-ins 
right now. It's from the yukky 
horror movie of course and Electric 
Dreams has done a good strategy/ 
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As good a conversion of the classic arcade original as could have 
been wished for. No-one should be disappointed. 

A graphically good but dull pot-boiler with cute characters. .^A— 

Predictable but well executed. 

Nice try, Jimmy, but unless you're prepared to spend time training 
you'll never make It out of the fourth division 

Fails miserably. Dissappointing, eh, Greavsie? What can 1 say Saint. _A_ .^A_ 

They've let themselves down badly 

Excellent conversion from the coin-op. Inevitable hardware 

restrictions make the game less 'special' but it's still great 'IF 

The best thing Ocean's done for ages. Highly imaginative plot, 
gameplay and graphics. Don't miss It 

1 

Just what was expected. Not great, but it's pleasant enough. Better xAt' 

than most licencing deals 

It's THE yuppie board game conversion. Against all odds it's a 
terrific effort with sound and graphics questions added 

L. . 

An impossible coin-op conversion surprisingly well done - the ,^4 

probelm may be the gameplay. The graphics are terrific 

Could have been boring and tedious, instead it's funny, exciting and 
impressive. A closet hit 

Good value collection of Konami's Imagine titles. Nothing brilliant, 
nothing really awful either. With Yie Ar Kung Fu and Green Beret 

1 . 

1 '. ^_ 

Passable 3D racing game with bikes not cars. Two-player option 
makes it more fun, On budget it's good 

Latest in Beau Jolly's ten-packs of back catalogue. Pick up on the 
ones you missed for under a pound a piece 

1^ , „ i 

A must for all sports simulation fans. If you thrilled to Football '^Lr 

Manager then this is for you 

fi- 

1 

Ancient platforms and ladders idea regenerated by some excellent 
cartoon quality graphics 

Attractive arcade-style game, rather than awesomely detailed, but 
for an undemanding game it can't be beaten 

Hour Elite biggies from the past all at once. Includes Commando, ,^4 1 

Smb^ack, Frank Bruno's Boxing and Airwolf i 

Essentially Spy Hunter edge-on. Great fun, easy to start and tough 

to com^rteJtls even quite addictive ' 

j — 

* Wdipiaiuuts Skool Daze runny, jumpy, collecty thing. Cheap but has ,^L, ,^L. -^-A^ -^A- 

»arorigii«lity ^ ^ M K| 

:J> - MklMBafa^eth for martial arts fans. Flat graphics and flimsy plot. xAt- 

A let down even at budget price 


arcade game. Top Gun was perfect material for 
a micro conversion and, even though the game 
isn't tremendous the hype is working well. 
Xevious is a pretty good scrolling blast taken 
from the successful coin-op of the same name 







CONVERSION 

BV 


PLRVER 




^ 2 
PLRYER 


B B 0 B B B 0 
B 


A Hot: Xevious 


Compiled by Gallup 
for Sinclair User 



CHART ★ ★ ★ ★ 

BREAKDOWN 


1 

GAUNTLET 

US GOLD 

■rn 

2 

PAPERBOY 

ELITE 

u 

3 

THE GREAT ESCAPE 

OCEAN 


4 

COBRA 

OCEAN 


5 

SPACE HARRIER 

ELITE 



1 

FAIRLIGHT II 

THE EDGE 

2 

DRACULA 

iiiili 

3 

KWAH! 

MELBOURNE HOUSE - " 

4 

BUGSY 

CRL 

5 

TWICE SHY 

MOSAIC 



ATwice Shy 



A Super Soccer 


A180 


1 

SUPER SOCCER 

IMAGINE 

2 

FOOTBALLER OF THE YEAR 

GREMLIN 

3 

TRIVIAL PURSUIT 

DOMARK 

4 

HEAD COACH 

ADDICTIVE 

5 

KONAMI'S GOLF 

IMAGINE 


1 

WHAM! THE MUSIC BOX 

MELBOURNE HOUSE 

WOtlK'IMH' 

2 

THE WRITER 

somcHNtcs 


3 

ARTIST H 

SOFTECHNICS 

TOOt-KIT 


miu mis 

4 

GRAPHIC ADVENTURE CREATOR 

INCENTIVE 

to 

III 

S 

ART STUDIO 

RAINBIRD ” 

1 


1 

OLLIE AND LISA 

FIREBIRD 


2 

180 

MASTERTRONIC 


3 

KONAMI'S COIN-OP HITS 

IMAGINE 


4 

SPEED KING II 

MASTERTRONIC 


5 

COMPUTER HITS TEN III 

BEAU JOLLY 
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wo worlds - the mirror image of each 
other, touch in space through a 
Time-Warp. 


ne is positive, good, familiar - our World; 
the other is negative, evil yet unnervingly 
familiar. 



heir interface - a time window through 
which objects and beings can pa^: 
contact has resulted in the beginning of 
exchange. 



estore our World - stop the invasion, but 
do it now, for as the exchange acceler¬ 
ates, the time window grows larger - 
domination is a hand! 



STARTLING ACTION • INNOVATIVE GAME PLAY - STATE OF THE ART 3-D GRAPHICS 
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Y ou’ve read the review. 
You’ve played it in the 
shop. You’ve come so 
close to buying it, but that 
£14.95 price tag was just a bit too 
steep. 

Starglider, until now, has 
seemed like a luxury that only the 
select few could afford. 

Not any more. Here at |^, we 
decided that Starglider is such a 
splendid program that it Just had 
to be owned and cherished by 
more people. We sent round our 
‘negotiating’ team and sat in a 
room with Rainbird’s head 
honchos for days on end. Just so 
you can play the most 
revolutionary game on the 
Spectrum since who-knows-when. 

Now, other people may be 
touting you with a chance to win a 
copy, but no-one can top our 
offer. You are GUARANTEED a 
copy of 48K Starglider at a truly 
astounding price. 

OK. Get out your chequebooks. 
Here it comes. A brand new copy 
of Starglider 48K direct from 
Rainbird, straight to your door 
will cost you a mere £9.95. That’s 
a reduction of £5, over 30%. Va. 


We don’t muck about. 

Just cut out the coupon 
(applications without a coupon 
will not be accepted) and send it 


along to Rainbird at the address 
shown. Please mark your 
envelope clearly as “Sinclair User 
Starglider Smash Offer’’. 



STARGLIDER i 



remember - don’t send your 
cheques to us, as that is a very 
silly thing to do, and will slow up 
the operation. 


Ii!> 


1 = 1 = 


STARGLIDER 


Send coupon to: Starglider 
Smash Offer, Rainbird Soft¬ 
ware, 1st Floor, 64-76 New Ox¬ 
ford Street, London, along with 
a cheque made payable to 
Rainbird Software Ltd for £9.95. 
Offer closes March 30th 1987. 
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SURF CHAMP 


Owing to all the noise new 128 owners are making about their 
machines, you’d be forgiven for thinking that everyone has 
forgotten the original squidgy key Spectrum. 

Not so at Sinclair User. We know that there are thousands of 
owners who remained faithful and held on to their rubber-keyed 
machine. 

We’ve still got a soft spot for it too, and that’s why we’re 
running a special offer for rubber-key-owners only. 

Surf Champ attained much acclaim early last year from both 
the press and real surfers, all of which claimed that it was really 
rather good. It comes in its own ultra-swish packaging, with full 
instructions and a totally brilliant surf-board control pad. Just put 
the pad over the keys of your Spectrum and control it like a real 
surf-board. It’s great. And you can play it for a mere £1.75! YES!!!! 
£1.75. We’re not kidding. 

Cut out the coupon and send it away to the address below. 
Make cheques payable to ‘Kwik Print’ and wait for the package 
through the door. 



SURF CHAMP 


Send coupon to: Sinclair User 
Surf Champ Smash Offer, 
(Priory Court, 30-32 Farringdon 
Lane, London ECIR 3AH), 
along with a cheque for £1.75 
made payable to Kwik Print. 
Offer closes March 30th 1987 
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ACE OF ACES 


STUATECV 

SIMIILATHIN 
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J anuary, 1943. British pride 
and guts - lots of guts - are 
needed if you want to 
become a WW2 Top Gun. 
Hermann Goering, commander 
of Germany's Lufwaffe, has 
proclaimed than no Brit 'planes 
can bomb Berlin. You've got to 
prove him wrong. 

Strangely enough, Berlin 
doesn't figure too strongly in 
this game. You've got three 
missions plus a practice mode 
that enables you to get the hang 
of your RAF Mosquito bomber. 
Unfortunately, each mission 
has to be loaded separately, 

|i amr y:..I 


and that can take 20 minutes 
during which time you have to 
sit by the Spectrum to make 
sure that the right segment is 
loading. 

The targets are Nazi bombers, 
U-Boats and ROW trains that 
are on their way to Berlin: You 
also have to outrun VI missiles. 
You view each mission from the 
cockpit where - as in US Gold's 
Dambusters - you must take on 
the role of pilot, navigator 
gunner and bomb door 
operator. There the similarities 
between the two games end. 
Ace of Aces has better graphics, 
more action and less strategy 
than its little brother. 

Each mission starts above the 
clouds. If you're looking for 
enemy bombers you just move 
the stick left and right until a dot 
appears on the radar, then draw 
it to the centre of the circle 
where it will appear before you 
in the sky. If you have trouble 
spotting it you can switch your 
view and look out of the left and 
right cockpit windows. The 
graphics for these side 
windows are fantastic. You can 
see the 'plane's wings and 
propellers, and the clouds roll 
in an almost continual slip 
stream. Don't spend too much 
time looking out the windows. 
The Mosquito has a complex 


control system and if you take 
your eyes off the dials for too 
long you could end up spinning 
into the ground or over heating 
your engines. 

The enemy's 'planes aren't 
dummies. They will tempt you 
to dangerously low altitudes 
and force you to run after them 
in the hope that your engines 
will catch fire. Nazi bombers 
can also turn on you and put 
bullets through the Mosquito's 
windscreen. Pilot death and 
crashes into the ground are the 
most frequent ways in which 
the game ends. 

The weapons you select at 
the start of each mission 
depend upon the types of target 
you're likely to encounter. If 
you're after other bombers 
small rockets and cannon shells 
are the best bet, while the 
heavier bombs should be used 
for larger targets as trains and 
U-Boats. 

Maps at the beginning of the 
game show the positions of rail 
tracks and the likely submarine 
haunts. Targets don't turn up 
conveniently when you fly into 
enemy territory, especially if 
they're not combat capable. 
You've got to hunt for them and 
that, next to the long loading 
period, is likely to irritate you if 
you're looking for the instant 


FACTS BOX 

A big improvement on 
US Gold's Dambusters. 
The graphics and game 
play are as realistic as 
you could wish 

ACE OF ACES 
Label: US Gold 
Author: Artech Digital 
Productions 
Price: £8.99 
Memory: 48K/128K 
Joystick: various 

Reviewer: 


excitement of Gauntlet or even 
Top Gun. Bear with these 
irritations, it's not as if they are 
irrelevant - they allow you to 
play a larger, more complicated 
game. Once the action starts 
you'll look back on the quiet 
moments with affection. 

World War Two has proved to 
be a popular topic for the top 
software houses, but it's 
unlikely that anyone will beat 
Ace of Aces for some time. It's 
smooth realistic graphics and 
the difficulties of finding and 
destroying Nazi war machines 
far outweight the unwieldy 
physical structure of the game. 
WW2 'plane simulations don't 
come much betterB 



















































PT TO IT BEFORE IT’S TOO LATE! 




CBM64/128, Amstrad 
TAPE £9 •99 DISK £14-99 


BUT WE 


A two way test of skill and nerve-can you out - 
manoeuvre the awesome ogre and blast a path 
through the myriad4)f colourful blocks and on 
the return, are your reflexes fast enough to 
retrieve the speeding missile, deflected from 
its block shattering journey or regurgitated 
contemptuously from the ogre’sjnouth. ^ 

Graphically briUiant. Compulsively 
absorbing. At the highest levels your skill and * 
speed must be exceptional. 


Spectrum 48/128k, MSX 
TAPE £7*99 


Gremlin Graphics Software Ltd., Alpha House, 

10 Carver Street, Sheffield SI 4DS. Tel: 0742 753423 


100 ACTION PACKED SCREENS MEANS THIS GAME IS OVERLOADED WITH FUN!! 












S tripped to the waist, 
barefoot and alert, a 
stocky figure stalks 
through the bamboo thickets. 

His arms raised, ready to loose 
an attack of unbelievable 
ferocity and speed upon any 
man or beast that may dare to 
give him a wonky glance. 

This, fellow brick-kickers, is 
the one “you've all been 
waiting for". Early last year, the 
entire games-playing 
'community' could be found 
hammering away in Way of the 
Exploding Fist at computerised 
or human opponents in 
ludicrously serious bouts of 
hand/to-hand GBH. 

Now, almost a year later 
comes the sequel. At face value 
there doesn't appear to be a 
whole lot you can do to make a 
sequel of a game that - 
essentially - involved little 
more than kicking things. 

So Melbourne House has 
decided to change things a bit, 
and actually give you a purpose 
in life, as opposed to simply 
wandering around, hacking 


away at the nearest person. 

Your quest is to rid your 
home-land of a terrible tyrant 
who is making the lives of your 
fellow villagers very tedious. 

Obviously, your foe isn't 
stupid enough to leave himself 
open to attack, and surrounds 


FACTS BOX 


Definite improvement 
on the first game. Now 
you get the chance to 
put all that whacking to a 
kind of purpose 


FIST II 

Label: Melbourne House 
Author: Beam Software 
Price: £8.95 
Memory: 48K/128K 
joystick: various 
Reviewer: 


himself with lots of completely 

deadly bodyguards. 

It's not really worth your 
while trolling up to the Warlord 




Reviewer: 


★★★★★ 


and suggesting that he should 

leave your homeland alone and 
vacate the premises alone when 
you bear in mind that you are 
only a novice in the martial arts. 

Thus, the first part of the 
game centres around your self¬ 
tuition of aforesaid arts. While 
walking around, you will 
stumble upon a number of 
scrolls. Now, each scroll 
contains some of the secrets 
known only to the most boss¬ 
eyed and creepy walk-on-rice- 
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FACTS BOX 

Not another Gauntlet 
varient, although it looks 
like it. Instead a brilliant 
multi-facetted blast, cast 
and thinking game 

RANARAMA 
Label; Hewson 
Author: Steve Turner 
Price: £7.95 
Memory: 48K/128K 
joysticks: various 


★ ★★★★ 


paper wizard types as found in 
all the best Fist-style movies. 

Once you've got the scro’lls 
(yes, hahaha very "double 
entendre", I'm sure) it's off to 
the nearest temple for a bit of 
mat-bashing in order to learn 
their secrets. Once used 
correctly, you can see In the 
dark, move immobile objects 
etc. 

On the way, it's highly 
probable you'll run Into a group 
of black panthers who will quite 


happily tear you to itsy bitsy 
ribbons if you don't do 
something about it. Doing 
something about It seems to 
consist entirely of kicking them 
very hard in the head. 

Moderately funny but 
hardly a) mentally 
taxing / b) 
socially 
aware. 


{ USER MARCH -4^7- 




this often Involves avoiding the 
groups of black cat things and 
more bodyguards, it can 
become taxing - even 
challenging. 

Graphically it's swings and 
roundabouts. The backgrounds 
aren't great, and the scrolling Is 
far from pixel-smooth. On the 
other hand, your character runs 
about very pleasantly and the 
fights are much better than in 
the original. 

From Crack-crack-bam to 
Which-way-now?-crack-bam. 

Lacks polish, but Fist II is still 
a damned good fight for 
anyone's money. And this time 
there's scope for a bit of 
mapping tooH 


Other delays are incurred by 
dealing with the bodyguards 
that you encounter. 

This is real Fist territory as 
you flail away with limb and 
joystick, inflicting increasingly 
effective blows. Most of the 
joystick moves from the first 
game are here, roundhouses 
and all. Each time you score a 
hit on your foe, a pleasing 
graphical whack indicates 
contact, and his stamina gauge 
is depleated. 

There's a good deal of 
running around Involved in Fist 
II. As each scroll has its own 
temple, and you can only use it 
in the correct one, you'll often 
have to retrace your steps. As 
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JKrWITH THE STARS 

IN THIS GIANT PACK OF 
4 TOP TITLES ^-aa 


FOR YOUR 
SPECTRUM+2 and 128 


6 CENTRAL STREET. MANCHESTER M2 5NS TELEPHONE: 061 832 6633 TELEX: 669977 






















ARCADE 


REVIEW 


social pressure they have 
become almost bullet-proof and 
take a good many shots before 
they'll go down. The manner in 
which the bad guys 'buy it' is 
extremely pleasing. Everything 
is executed in comic-book style, 
from the Blam! of your gun to 
the Aarg! of the perp and his 
wonderfully exaggerated 
buckling, sprawling stance. 
After a few shots, they collapse 
in an untidy heap on the floor. 

Once you've dealt with the 
creep at hand, you can go back 
to the menu and decide where 
to go next. 

Most parts of the city found in 
the comic are represented, in 
some form or other. Even the 
underground bits, probably the 
most dangerous, as they're 
wholly un-policed. In such 
areas, you'll encounter all kinds 
of strange things. Robot dogs 
are the biggest problems. 

They'll bound up and clank you 
to death if you're not careful. 
These suckers take bullets in the 
rump without flinching. I 
frequently found myself 
crouching on the sidewalk, 
blasting away at an enormous 
on-coming monster that 
appeared to eat the bullets like 
Scooby snacks. 

Dredd is great fun to play, and 
there's also a fair bit of snap 
decision making - it hardly 
qualifies as real thought - 
involved between the killing 
sprees. It feels like a comic strip, 
and scores major points in the 
entertainment-while-blasting 
charts 


J udge Dredd is probably 
the best game I've seen 
this month. Based (as if 
you didn't know) on the 
absurdly successful character in 
2000AD comic. 

Dredd is part of an elite squad 
of law-enforcement officers, 
authorised to try any criminal 
on the spot and deliver 
sentence accordingly. Often it's 
necessary for Dredd to put a 
heat-seeking bullet through the 
kidneys of a fleeing 'perp'. Still, 
I guess that's the price you have 
to pay if you insist on dropping 
litter on a 21 st century sidewalk. 

Melbourne House has 
managed to pull off a game that 
has nearly all of the atmosphere 
of the cartoon. You can run 
along the walkways, blasting 
anything that moves. It's great. 
After running for a while, 
something - criminal/robot/rat/ 
innocent bystander etc - will 
make the mistake of stepping 
out in front of you. With a flick 
of a button, you switch to high- 
explosive shells and waste the 
offending creature. 

That's crime-prevention, 
folks! MegaCity One is a vast 
sprawling city of high-rise 
buildings, freeways and 
cityblocks, these latter 
monstrous constructions a 
single one of which houses 
more people than a whole town 
of today. 

Under such pressurised living 
conditions, we are told, tempers 
are frayed more easily. Crimes 
such as murder are rife, and are 
induced by the slightest things. 
Smoking and littering reach 
such remarkable proportions, 
they are filed as Serious Crimes. 

Judge Dredd begins by 
displaying an overview of Mega 
City One. Instantly, small icon- 
style windows pop up over 
certain cityblocks. Each window 
indicates that a crime is in 
progress. The illustration 
contained within will give you 


an insight into the severity of 
the incident. As new Judge you 
may not wish to handle an 
armed robbery on your first 
assignment, whereas an old 
hand will quite happily wander 
into dangerous zones with a 
view to reducing the population 
significantly. 




FACTS BOX 


Finally. A decent licence 
conversion. Futuristic 
reactionary opression of 
a big scale. From 
2000AD's bad good-guy 


JUDGE DREDD 
Label: Melbourne House 
Price: £8.95 
Memory: 48K/128K 
Joystick: various 


Reviewer; 

★ ★★★★ 


Once you've decided which 
area of the city you want to visit, 
highlight the appropriate block 
with your Dredd-seiector-logo 
and hit Fire. Next the screen will 
change to show a street scene 
with you, as Dredd, standing on 
one of the platforms. 

Running around below you 
are numerous innocent citizens. 
These are easy fodder and 
crumple up and die after a 
single shot. 

Criminals, though, are much 
tougher. These have suffered 
such years of depravation and 


The authentic 'Zap' and 'Pow' bubbles give the whole thing a 
real comic feel — a bit like Melbourne House's other program 
Kwah! but much better ▼ 
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S ay halo to the Disci¬ 
ple - a holy wonder 
ful Interface. 

The breakup of Sinclair 
Research has produced a 
swarm of peripherals from 
ex-employees with an inti¬ 
mate knowledge of the 


Disciple with 


Jk Spectrum and a mortgage 

V to feed. The latest add-on 
from the exclusive ex- 

^ Sinclair club is the subtly- 
named Disciple disc/ 
Jk printer / joystick / network 

V unit. 

Canonised in Septem- 
^ ber, at the same time as 
the 128K-h2, it's already in- 
Jk to the second version, and 

V this is the one reviewed 
12 here. 

1^ The Disciple resembles 
nothing so much as an 
Jk overgrown Interface 1. It 
W fits in the same way, with a 
^ couple of screws bolting it 
1^ to the underside of Spec- 
trum 48Ks and it's com¬ 
patible with both 128Ks 
^ and 128K+2S. The connec- 
^ tors used to hook up to the 
1^ unreasonably large num- 
^ ber of accessories that it 
Jk supports are mostly BBC 
W micro type, thus assuring 
12 lofs of leads available im- 

S mediately. See, the Beeb is 
good for something.. . 

Jk Briefly, you can use any 
W disc drive, any parallel 
^ printer, any standard joys- 
1^ tick, and network to any 
other Disciple or Interface 
Jk 1 that you happen to have 
W lying around. It's also got 
12 fhe obligatory Magic But- 
1^ ton, for putting desirable 


SHOCKWAY 

RIDER 


Send coupon to: Shockway 
Rider Smash Offer, FTL, 
Sedgeley Road, East Tipton, 
W Midlands DY4 7UJ, with a 
cheque/postal order pay¬ 
able to Faster Than Light 
for £5.95. Offer closes 
March 30, 1982. 


1 


data on to disc by divine 
intervention. 

The first time you use 
your Disciple, you have to 
configure it to your specifi¬ 
cations. This is done by a 
short and explicit program 
loaded from cassette. You 
get asked various ques¬ 
tions about your disc drive, 
your printer and exactly 
how you want to use the 
network. The program is 
logical, painless and well 
explained in the manual. 
Once that's done, a disc is 
formatted by the program 
and your personalised sys¬ 
tem is saved. That disc is 
used In future for starting 
everything up but. If you 
find that you've got some¬ 
thing wrong or you buy a 
new printer, you can al¬ 
ways configure it again. It 
only took me about three 
minutes, including looking 
things up in my printer 
handbook. 

The network is better 
than the old Interface 1, as 
one station can always talk 
to another, even if the 
other is busy. Perfect for 
schools with lots of Spec- 
trums, especially since all 
stations can use one disc 
drive, and a station desig¬ 
nated Master can look at 
the screen of any of the 
pupils on the net. 

The joystick can be 
either Kempston or Sinc¬ 
lair type, which covers just 
about every game ever 




written. They work, too. 

As the software inside 
the Disciple doesn't use 
any of Spectrum's Ram, 
it will work with most 
commercial games and 
stuff. I took a peek inside, 
and was suitably impress¬ 
ed with the quality of con¬ 
struction. Just a couple of 
wire links. . . better than 
the Interface 1. 

All these facilities are 
available from Basic In 
much the same way as 
interface 1 did it (like Load 
"Kalisti), or by 
friendlier syntax (Load D1 
"Hoopla") or by selecting a 
program from the cata¬ 
logue listing (Load P3 
loads the third program on 


the right 
connections 


S the catalogue). 

The snapshot button 
works well, too. A bonus 
1^ over other similar products 
is that if you press Cap 
Jk Shift before pressing the 
W snapshot button, you get a 
12 copy of the screen on your 
1^ printer. Very useful to 
2^ prove to your friends that 
Jk you really have got to the 
V end of Zappem. And if you 
12 have a game or peripheral 
1^ that objects to the Disciple, 
2^ there's an Off button. 
Jk There's a full edge connec- 
W tor brought out to the back, 
^ in fact it's even got some 
1^ extra signals, to do with 
the disc drive. 

Jk And it all works luverly. 
W The manual's good, clear 
|2 with a few helpful 

1^ hints that might even stop 
people writing to Sinclair 
Jk Surgery. Techies will like 
m the list of port addresses 
|2 (but there's not much more 
^ heavy Info), and I hear tell 
2^ of a hook-code compatible 
Jk version on the cards. 

V I'm impressed. With 
^2 peripherals like this, the 
^ Spectrum can walk on wa- 
2| ter. This interface saint bad 
Jk (that's enough religious 
^ jokes-Ed)H 
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Melbourne House, being the 
absolute toffs that they are, 
have come up with FIFTY 
copies of their Knucklebusters 
posters, FIFTY copies of the 
game .^iD a Knucklebusters 
keep-yourself-fit-while- 
escaping-the-pen outfit, 
incorporating: 

# A brand spanking new 
TRACK SUIT by the 
bastians of all that is ‘hip’ 
in sportswear, NIKE. 

# A pair of twirly swirb' 
RUNNING SHOES with 
which you can outrun 
ANYONE on your way to 
your newsagent in ordm^o 
get hold of the next 
(provided you are quite 
good at running anway). 

# A copy of the GAME. 

# A Poster 

The winners: 

ONE HUNDRED AND ONE 
people get to walk away with 
either a game, or a poster or the 
game, the poster, the tracksuit 
and the shoes. 

What you 
have to do: 


COMPE TITION 

The prizes: 


EASY! Just put a cross in the 
box next to the one prison you 
reckon isn’t a prison and 
complete your name and 
address: 

Strangeways □ 

Pentonville □ 

Alcatraz □ 

Dartmoor □ 

Dunroamin □ 

Name:. 

Address:. 


Now send the coupon to: 
Knuckles Compo, Sinclair 
User, 30-32 Farringdon 
Lane, London £(^1R 3AU. 
Closing date March 30. 


K nucklebusters is the 

newey from Melbourne 
House and it looks 
absolutely treig^ndous (See, 
Previews this ^^j). 

It’s all set in a future world 
where criminzds are robbed of 
their free will and turned into 
slaves. Now, being a bit 


NelbottmeHouse and EMAP employees may not 
enter the competition. 


rebeilii?f£3, you decide that 

having your brains sucked out 
and being forced to wash dishes 
for the rest of your life is a bis 
on the uncomfortable side, so 
you take things into your own 
hands. 

Escape is the only solution... 



'I 
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R.R.P. £9.95 


Spectrum & Aitistrad 
available November 20th 

Commodore 64 
available January 20th 

Trade enquiries to Centresoft 

on 021 356 3388 

Sales dept 

Castle Lodge, Castle Green, 
Taunton, Somerset TAI 4AB 

England Telephone (0823) S4489 A 54029 





























Commodore 64 available November 20th 
Spectrum & Amstrad available February 


Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AB 

England Telephone (0823) S4489 & 54029 


Trade enquiries to Qentresoft 
on 021 356 3388 


saltware getting harder 




























TBE COIN-OP SENSATION FROM DATA EAST 



DATA EAST 


DATA EAST 


yfnAAiK 


loooova] 


Just like in the classic wild west films of old, you’ll be in the thick 


of the action right from the 
start! Hold-ups, robberies and 
rooftop fights. Express Raider 
has them all! 


Available in the following formats: Cassette 

Commodore. £9.99 

Amstrad. £9.99 

Spectrum. £8.99 
























































































PROFESSIONAL SNOOKER 
SIMULATION 


ot another snooker 
simulation! That's right, 
it's not, but it is one of 
the best snooker games I've 
seen. It's keyboard driven; you 
can't use a joystick at all. Only 
slightly perturbed by this I 
selected the English language 
version of the game and, lined 
up my first shot with the 
rotating cue. 

Moving the cue around the 
cue ball - quickly clockwise or 
very slowly anti-clockwise - a 
window at the top of the display 
shows a cue's-eye view of any 
white/coloured ball line ups. 

This display Is there to help 
judge the spin on the ball. If the 
cue hits the edge of a red that 
red will spin more than if it had 
been hit smack in the middle. In 


FACTS BOX 

Graphically better even 
than Steve Davis Snook¬ 
er, from CDS. But you 
can't play against the 
computer 

PROFESSIONAL 
SNOOKER SIMULATOR 
Label: Code Masters 
Author: Godwin Graham 
Bsc 

Price: £1.99 
Memory: 48K/128K 

Reviewer: Cwdisf 


addition a ball hit on the left will 
spin to the right, so you've got 
to get the angle right. It's two- 
player only - no chance to stuff 
the computer which is irritating. 
The force of the cue is set by the 
length of time between the first 
and second presses of the 
keyboard Fire button. The 
longer the time the lighter the 
tap. 

I potted a red, on about my 
fifth visit to the table, and I got 
to nominate a colour, by 
pressing it's value, two for 
yellow up to seven for black. 
The idea is to clear the reds and 
then pot the colours in order of 
points value - starting with 
yellow. I didn't mange it. Still I 
managed to clear most of the 
reds during one of my practice 




visits to the table, and managed 
to knock up a break of 19. 

It feels realistic and is 
graphically excellent - you 
might be put off that you can't 
play against the computer 
howeverB 




you manage to push it into a 
line that marks the middle 
section of the goal. Obviously 
the other ship is going to be 
blasting and barging the puck in 
the other direction. Like 
Asteroids the ships, lacking 
friction, are somewhat difficult 
to control -* it takes a while to 
build up momentum and, 
having got moving, it is very 
easy to hurtle at zillions of miles 
an hour straight past where you 
wanted to go, 

Vital to having any idea about 
what is going on is a scanner 
which fills the right hand 
section of the screen - this 
shows you where you are, 
where the other ship is and 
where the puck is. I managed to 
survive for a white on idiots 
level, but clearly thrashing the 
thing on sensible skill levels will 
be very difficult indeedB 


barge or fire a puck across the 
opponent's goal line. You get 
one point ordinarily, or two if 


M yperbowl is another one 
of those Mastertronic 
games which manages to 
create a new idea out of a 
couple of old ones. In this case 
Asteroids meets American 
Football creating a game which 
could have been called 


Footolds or Asterbatl but 

wasn't, thankfully, 

Remember in the olden days 
when computers only had two 
graphics and spaceships just 
looked like triangles? So it is 
with the Hyperbowl playing 
screen. Two triangles, or similar 
geometric shapes, do battle on 
a playing area which consists of 
black, with the occasional 
dotted line dividing the 
blackness into large squares of 
emptyness. Beyond being a 
poetic concept it has no 
function in the game except to 
help you get a rough idea where 
you are. 

The game is simple. You use 
your geometric spaceship to 


Asteriods meet Amer¬ 
ican Football. Both win. 
Simple to learn difficult 
to master. Another Mas¬ 
tertronic winner 


HYPERBOWL 
Label: Mastertronic 
Author: Steve Hughes 
Price: £1.99 
Memory: 128K/48K 
joysticks: various 


HOWZAT 


bowling action you want or the 
force of delivery. Some 
simulation where everything's 
randomly generated! 

Play actions are randomly 
generated on the batting side as 
well. Once the bowler's pitched 
the ball you'll either hit it or not, 
it and either will or won't be 
caught. You then have the 
choice - Yes/No - of making a 
run. 

As cricket simulations go - 
usually very slowly - Howzat is 
certainly LBW, even with the 
budget price tag. 

The game would have been 
just as exciting it it played with 
itselfB 


C ricket is not the liveliest of 
games and that could be 
why Howzat, originally 
released at full price by Wyvern 
Software, is such a lame duck. 

You'd expect, maybe, the 
atmosphere of hot, sticky, June 
days. Batsmen and bowlers 
would be controlled by joystick 
and there would be action 
packed bird's and wicket's eye 
views of the grounds. Instead, 
Howzat! is played by rigid little 
matchstick men - I think they're 
men - who are almost invisible 
against a sickly green green. 

Admittedly, at the start of the 
game you get to select the 
event and your team, but that's 
about all the action you'll see: 
It's a bit like watching Geoffrey 
Boycott in a particularly bad 
year. 

You can take part in a one day 
test or in a series such as the 
Benson and Hedges League or 
the Texaco Trophy. Your choice 
of event is unlikely to influence 
on play - it doesn't make the 
darndest bit of - difference but 


own, specially created, players. 
When you choose your 'own' 
team you type in their names 
and give each batting and 
bowling ratings between zero 
and ten. It's possible to build up 
the ultimate team, who all have 
top marks and can thrash the 
opposition, but that rather 
defeats the purpose of the 
simulation. There should have 
been some sort of restriction on 
alloting rating points. 

Once you've chosen the 
captain and wicket keepers of 
both teams the toss decides the 
order of play. The bowling team 
has all the cards as the batting 
team can only decide which two 
players should go in and 
whether to run after a 
successful swing of the bat. The 
bowling team, on the other 
hand, can position fielders and 
start a bowling run. You can't, 
however, decide what sort of 


it's nice to add that extra bit of 
authenticity to the game. 

Teams can be made up of 
county or test stars, or your 


Simulation? Ha! It's a 
fairly futile game, duller 
than the real thing. 
Alternative has been 
caught out with this one 


HOWZAT! 

Lab6l: Alternative Software 
Author: Wyvern 
Price: £1.99 


Reviewer; 
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ISTKATECYI ■BRIAN CLOUGH’S 

FOOTBALL FORTUNES 


A t last! The real reason 
why Brian Clough was 
never offered the England 

job! 

Lending his name to CDS' 
Fooball Fortunes shows a lack 
of managerial judgement on a 
par with neglecting to mark 
Maradonna in the World Cup 
Finals. 

It's not that this computer 
moderated game is a 
particularly dire example of the 
various footballing games 
going the rounds, but It's very 
expensive, irritatingly fiddly 
(with its cards and counters), 
impossible to play on your own 
and definitely not 
championship material. 

CDS' game puts the emphasis 
on the 'Fortune' and doesn't 
give an opportunity to show 
any tactical prowess. 

As a former top-flight football 
manager myself (Welwyn, 
Hatfield & District Sunday 
League - division II), I was 
expecting my year of 
experience to pay off against 


the motley collection of Ipswich 
and Portsmouth fans I had 
selected to help review the 
game. 

But after the first season, with 
my two stars Rush and Lineker 
lost to a car crash and Liam 
Brady sold off due to the 
computer telling me to fork our 
£300,000 to buy my home 
ground, my managerial rating 
was as miserable as my luck. 

The game is for two to five 
players and the action is in two 
stages. Between each match 
your counter plods around a 
Monopoly-style board, landing 
on such squares as; 
Sponsorship (Take £30,000); 
Wages (you actually have to 
pay the rabble); Auction (a 
player comes on to the transfer 



market) and Selection Problems 
or Managerial Luck (pure 
chance). 

Then it's the weekend and 
you pick the team from your 
squad, input two numbers 
(defensive strength and 
attacking strength), and find out 
if you've won, drawn or lost. 

There's no game action. No 
note of who played well or 
badly. No tactical changes to 
Impart at halftime. And no 
wonder Bobby Robson got the 


4E5T HRH 




FACTS BOX 

Multi-player board/com¬ 
puter game combination 
where skill seems un¬ 
necessary. Expensive 
despite the trimmings 


BRIAN CLOUGH'S 
FOOTBALL FORTUNES 
Label: CDS 
Price; £14.95 
Memory: 48K/128K 














LUTON 



vote. 

The computer must feel 
equally unfulfilled. It performs 
the most routine of tasks — 
rolling the dice, printing out 
results, compiling league tables 
and controlling the other non¬ 
player teams (these merely turn 
up for matches). 

Us humans have to keep 
check of our own money and 
player cards. And the best bit is 
we can cheat like crazy — the 
computer is none the wiser. 

The Spectrum prints up good 
news or catastrophe whenever 
a player's counter lands on 
Selection Problems or 
Managerial Luck and it prints up 
a random starting strength at 
the beginning of the season. 

Oh for a game which requires 
a modicum of tactical thought 
or managerial strategy. 

But if you want to know what 
really rankled - Portsmouth 
won the Championship! I ask 
you Brian!!® 


FIRST 
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COMING SOON'ON 

SPECTRUM 

£7.95 


Maxwell House, 74 Worshlp Street, London EC2A 2EN 
Teh01-377 4645. ■ ' 


“It is a strange craft that 
I control. The task before 
me is colossal, the 
dangers immense, m 
The loch awaits...” i 













































Software Incorporated 

U.S. Gold ltd., 

Uniu 2/3 HoPoiit Wi^, 

Tctaiilme: (IHJhbI 


CBM 64/ 


the exhiiiration of big league bowling with outstanding graphics and a true 

: actioh view. ^ ^ ^ ' 

-els of play, realistic pin action and automatic scoring make 10th Frame a bowling 
vhole family’can enjoy. You may even be tempted to invest in high time bowler 
shbmand shirt once you’ve become obsessed with this addictive game. 

■ Another smash hit from the creators of that simulation 

^ sensation “Leaderboard’’. 



























BACKGROUND NOtSC 


John M Phillips 


B ackground Noise looks behind the top games of the 

moment and speaks to the programmers who sweated 
blood to produce them. Background Noise looks from 
the author's point of view — at the particular programming 
problems and the way they were solved 


IMPOSSABALL 

by John M Phillips 


\ 

This would have been too time consum¬ 
ing given the number of objects that I 
wanted to display and so I had to settle 
for objects which only moved left and 
right. This meant that all the objects 
retained the same order of priority to one 
another irrespective of view and the 
database could be structured to take this 
into account. 

One feature which had to be changed 
many times was the shadow under the 
bail. Originally this was a simple half¬ 
tone shape that remained the same size. 
Unfortunately, the half-toning gave the 
effect of the shadow floating above the 
floor rather than being on it. I had to 
experiment with quite a few different 
ways of offsetting or contracting the 
shadow as the ball rose until an accept¬ 
able effect was found. 


On the whole I am pleased with the way 
the game turned out, especially the 
feeling of solidity and the speed of 
movement. The trouble with stretching a 
machine like the spectrum to its limits in 
terms of graphics usually means a lot of 
things have to be left out or a trade-off 
has to be made between speed, detail 
and colour. Fortunately, with Impossa 
ball the final game bears a very close 
resemblance to the original design despi¬ 
te its internal complexityH 


I chose a chequer pattern for the floor 
and ceiling because it gave a sense of 
solidity while at the same time being 
repetitive and easy to generate. I started 
with 16 block images of the floor shifted 
to different positions. These could then 
be flipped to give the effect of move¬ 
ment. However, at IK per image this 
method was eating up too much memory. 
After much thought I finally found an 
efficient solution. Each row of the che¬ 
quer pattern consisted of equally spaced 
lines of alternating colour. Because there 
were 8 pixels in each screen byte, each 
of these rows could only appear in one of 
8 different shifted positions. By defining 
all these different positions for each row 
the floor could be generated by effective¬ 
ly shifted each row at a different rate, 
the ceiling simply being copied as a 
mirror image of the floor. 

The next problem concerned the im¬ 
ages defining the various objects in the 
scene. Even by limiting the objects to 4 
vertical positions and 4 depths into the 
screen, each object would require 16 
masked images. In order to keep every¬ 
thing running fast the images also 
needed to be stored as 8 different shifted 
versions allowing them to be drawn on 
the screen with pixel precision without 
any time overheads for shifting. This 


meant each object required 128 masked 
images. Fortunately a compression tech¬ 
nique was discovered whereby each im¬ 
age could be split up into rows and any 
consecutive repeated rows were deleted. 

The image could then be stored as two 
lists: one giving all the unique rows of the 
image, the other giving the number of 
times each row was repeated. 

A side effect of this technique was that 
altering the numbers in the second list 
allowed the image to be expanded or 
contracted vertically giving various sizes 
of image from one set of image data. It 
did however mean that the objects had to 
be fairly simple in structure for the 
compression to have any real effect. 
Even with ail the compression the final 
program still used about 16K for image 
data! 


Early pencil sketch for the first screen 
showing starting grid and original lay 
out for the early problems T 


Actually displaying the objects re¬ 
quired some thought about how they 
would overlap in various situations. Origi¬ 
nally I had intended to have some semi- 
intelligent nasties that would follow you 
around the corridor but this would have 
required a priority sort of all the objects 
in a scene before it would have been 
possible to generate^ 
each frame. 


DISPLAYING THE OBJECTS 


CREATION 


A t Hrst sight creating a three 
dimensional environment on 
a computer seems to be sim¬ 
ple, merely a case of applying stan¬ 
dard perspective formulae to map the 
chosen environment onto a flat two 
dimensional screen. However, creat¬ 
ing a convincing display requires 
consideration of many aspects. There 
are the limitations of the human eye, 
emphasis of depth and solidity and in 
the case of computer games, insuring 
that objects within the scene interact 
in a realistic manner. 

Impossaball started life as a vertical¬ 
ly scrolling race game with the player 
looking down into a 3D corridor. Walls at 
either side of the screen were drawn in 
perspecitve to try and give a sense of 
depth. Unfortunately, our eyes tend to 
prefer horizontal movement, especially 
for 3D scenes, so I was forced to turn the 
game over on its side, the walls becom¬ 
ing floor and ceiling. 

This change of view inspired a totally 
different type of game, with the ideas of 
a bail bouncing through an obstacle 
course of spikes and cylinders coming 


together immediately. 

Having the game-plan worked out at 
the start reduced the development time 
considerably although I was still haunted 
by the old problem of better ideas turning 
up when it was too late to change 
everything. The entire game took about 
10-12 weeks from the initial design to the 
final version and was written using a BBC 
with a fast cross-assembler and Ram disc 
enabling the entire program to be re¬ 
assembled and down-loaded in under two 
minutes. 


PROBLEMS ENCOUNTERED 


Viewing the 3D corridor from the side 
really enhanced the feeling of depth but 
created many new problems in terms of 
programming. The main one being how to 
efficiently scroll the scene left and right 
at a variable speed (the final game 
scrolls at between 1 and 8 pixels per 
frame). 

Because I wanted to have a lot of 
objects on screen at the same time the 
scene had to be regenerated each frame. 
This required a 5K frame buffer onto 
which the background and sprites were 
drawn, the whole thing then being 
dumped to the display. 
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around and through buildings, 
past walls in front of scenic 
mountain peaks and between 
city streets. They aren't 
tremendously exciting but there 


B azooka Bill is at least as 
relentlessly violent as 
Bambo and involves as 
much running and dodging as 
Green Beret. It adds to these 
vote winning elements a missile 
firing Jet Fighter and an 
exploring element. 

So who wants yet another 
violent game where you kill 
hundreds of people, climb 
ladders and jump backwards 
and forwards? Almost 
everybody 1 should think« 

There is a plot, considerably 
more subtle than Rambo It is 
too, you are Bazooka Bill a 
legendary soldier armed only 
with those weapons you 
happen to find lying around. 
Curiously enough, one of these 
may be a Bazooka. You must 
fight your way around a series 
of Islands in the south Pacific 
seeking and rescueing General 
Macarthur (the real General 
MacArthur was a loony who 
nearly brought the world to 
nuclear destruction in the 
Korean War). 

You get to fly between islands 
in a Jet Fighter and move 
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THEY CALL ME ' 


Reviewer: 


Arcade adventure meets 
martial arts and falls be¬ 
tween two stools in an 
Interesting experiement 


THEY CALL ME TROOPER 

Label: CRL 

Author: 

Price: £8.95 
Memory: 128K 
joystick: Kempston, 

Sinclair, Cursor 


W hat do you get if you 
cross Jet Set Willy with 
Way of the Exploding 
Fist? Way of the Exploding. . .? 

Whatever you call it, this hybrid 
approach is CRL's solution to 
the 128K problem. 

128K problem? Well, yes, 
because as all that memory 
becomes the standard, you 
have to fill it with something. 
Call on Trooper and he'll do the 
stuff. Stuck out on the planet 
Therop in the year 2108, he's 
sure to have enough problems 
to use up all those extra bytes. 
Brainwashing forms the 

FACTS BOX 


Theropi plot to take over the 
universe. Their first step has 
been to turn the earth 
representatives at an 
intergalactic conference into 
mindless zombies. But they 
didn't allow for Trooper who 
avoided the brainwashing on 
account of him being tough but 
also incredibly dumb! 

As Trooper sets out, he must 
have that feeling that they're all 
out to get him. He yomps off 


across Therop, searching for 
the bits of his missing 
spacecraft and renegade 
Earthlings. There's lots of cliff 
faces, ledges and an 
overwhelming feeling of deja 
vu as he pits himself against the 
massed perils of the planet. 

Despite his mighty muscles, 
even Trooper can't climb sheer 
walls, so the first thing he'll 
require is a rope. Luckily there's 
one not too far from the start - 


but there's also a marauding 
Earthling, which is a definite 
case of 'III met by moonlight'! 

Suddenly the scene flips and 
we're into Fist-country as 
Trooper takes on traitor! If 
you've not seen enough bash- 
'em-ups to last a lifetime in the 
ring, this is a pretty good one. 
The figures are large and well 
animated and you're given a 
good selection of blows and 
leaps. 
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Pedestrian coin-op con¬ 
version of a fairly old 
game. Take your Shiru- 
kens to the three tops to 
defeat the colour clash 


LEGEND OF KAGE 
Label: Imagine 
Price: £7.95 
Memory: 48K/128K 
Joystick: various 


Reviewer: 




Mi 


I ushy, lovey-dovey stuff 
this. Kage, the hero of 
our legend, takes Kiri, 
his latest girl, for a walk in the 
beautiful oriental forest. The 
trees are tall, the mould is green 
and the Dragon King comes 
along in his carriage to kidnap 
her. 

The King disappears and 
you're left on the screen of this 
Taito coin-op conversion to take 
care of his ten Nijas. These 
warriors swing in from both 


RliVIEW 


LEGEND 


sides of the screen, brandishing 
Stiletto knives and Shirukens - 
silver throwing stars which do 
damage to flesh. 

Pretty standard stuff so far. 
The bad news is it gets worse. 
Even a luke-warm arcade player 
could beat the Ninjas and 
Dragon King on all four games 
screens. The techniques you 
use are almost entirely obvious 
when you first look at each 
screen. 

In the first, for instance, wait 
in the middle of the screen until 
two Ninjas swing down at you. 
As they swing closer together 
move to one side of the screen 
or another, under one of the 
Ninjas so that they end up on 
your left or right. Then run, turn, 
suddenly when they're a safe 
distance from you and fire 


some Shirkens. 

The Ninjas will all fall fairly 
easily. 

When you've polished off the 
Ninjas the Dragon King 
descends from the trees and 
starts to breathe flames at you. 
Don't touch him, just follow him 
around, hit him ten times with 
your Shirukens and he'll die 
easily enough. 

Screen three is levels and 
ladders. The screen's a horrible 
yellow colour, emblazoned with 
black patterns which makes it 
almost impossible to see any 
attacking Ninjas. 

If you reach the fourth level - 
not difficult by any standards - 
you'll have a good chance of 
rescuing Kiri from the talons of 
the Dragon King. She's hidden 
on the top floor of the King's 
gaudy palace and, yet again, 
you've got to defeat her guards 
and release her after you've 
killed the Dragon King. 

Not the most difficult Taito 
coin op converted by Imagine 
into not the most difficult game 
on the planet...■ 


Is more variety here than in the 
competition. 

The graphics are odd, there 
are various ways of doing 
sprites which (not being 


technical I would characterise 
as being either net-attribute- 
cla$hing*much-but-kir)d-of- 
transJucent-looking or solid- 
tooking-but-changing-coiour* 
horrendously^ the sprites here 
are somewhere between the 
two ie a bit transulcent and a bit 
colour clashing. Nothing beats 
Dan Dare or Dynamite Dan U for 
graphics in this style of game 
yet. 

Anyway, if you should ever 
get tired of kilting people there 
are large numbers of less 
squidgy objects for you to blast 
including tanks and trucks. 
Here's a handy tip: you won't 
take out a tank if only armed 
with a knife. This is software 
verite. 

In terms of variety at least 
Bazooka may actually be better 
than the competition, even if 
you've been killing the guys in 
Rambo you'll want to kill even 
more of them in Bazooka Bill. 

It isn't a game that filled me 
with much joy mainly because 
there isn't actually anything 
new in it either themewise or 
programmingwise but it ought 
to do well® 


Enemy eradicated, it's back to 
the long shot as the lone hero 
scales that cliff to find out what 
lies beyond. 

And what lies beyond 
shouldn't come as too much of 
a surprise to arcade-adventure 
addits. There are things to 
dodge, including the Teropi, 
who resemble flying lemons, 
and ladders to climb. 

Trooper wasn't a particularly 
bad idea - but it wasn't a 
particularly good one, either. 
While the two levels of play 
manage to give the.combat a 
narrative, and add a tougher 
touch to a collect-and-dodge 


game, it's frustrating to be sent 
back to the start because you 
fail in one of the battles. 

There's also a discrepancy in 
style between the parts, so that 
while the fights are rather nice, 
the graphics of the planet are a 
bit disappointing, with their tiny 
figures. 

Any company which tries to 
exploit the larger memory 
deserves some praise, but this 
is surely only the first faltering 
step towards much more 
sophisticated adventures. 

Sadly, Trooper belongs in the 
ranks and not among the 
officers® 
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iSpectrum Joystick 

InterfaCG For spectrum 
48K/128K/+2. 
Accepts any 
Atari 
joystick 
including 
Cheetah 125+,I 
Mach 1+. For 
Kempston 
Compatability 


Sweet Talker 

Compatible with Interface I 
& II and Spectrum 16K, 48K, 
+ 2 . 


Mega-Sound 

For 48K Spectrum and ZX 


SpecDrum 

Digital Drum system for the 
Spectrum 48K/128K/+2 


I Complete 
Iwith cassette 
and full 
instructions. 




MK5 Midi 
Keyboard 


Midi Interface 


Sound Sampler 

17-5KHZ 

Bandwidth 


Recorder 

High quality 
.. cassette/data 
recorders for 
your home 
computer 
will allow 

HHreasy loading I 
even the most 
stubborn programs. 


A full size 5 octave ^ f # 
polyphonic keyboard 
containing a sophisticated 
and very powerful computer, 
[Suitable for a wide range of uses 


HHw Compatible with 
Spectrum 48K, 128K, +2 


Compatible with 
Spectrum 48K, 128K, +2, 


+2 Selector 
Connector 

Sinclair Joystick Adaptor for 
connecting ZX Spectrum +2 
computers to 

joysticks . 

including 
Cheetah 125 
and Mach I 


R.A.T. Remote 
ActionTransmitter 

• Infra Red transmission 
'' • Touch control 
. •Noextra 
i software required 
i m * Compatible with 
mmJ m Sinclair/Cheetah 
BF( Am psi'ipherals via the 
m rear edge connector. 


125+ 

Joystick '|| 

• 4 extremely H 

sensitive fire ^ 
buttons 1 

• Auto fire switch J 

• +2 Selector 
connector ^■pj 

• Uniquely 
styled hand grip 

[•12 Month warranty. 


Mach 1+ Joystick 


Probably f 
the best 
Joystick 
in the world. 

• Auto Fire 

• Metal Shaft 
•+2 ^ 
Selector 
Connector^ 

• 12 Month^ 
warranty. 


Spiit Extension 
Connector ^ ^ 


Spectrum 128 / +2 
to Midi Lead 


56 Way Extension 

lgiiii_^Connector 

^^^^^^^Cheetah’s 6” long 
®^^^^^B*extension cable 
enables 
Spectrum 
peripherals to 
be distanced 
from your 
vHHHPIcomputer. 


lEnables 2 Spectrum 
peripherals to be 
connected to the 
[computer bus. 


Midi control lead for 
Spectrum 128K/+2 
computer. 


Prices include VAT, postage & packing. 
Delivery normally 14 days. 
Export orders at no extra cost. 
Dealer enquiries welcome. 


(Dept SU3) CHEETAH MARKETING LTD. 

1 WILLOWBROOK SCIENCE PARK 
CRICKHOWELL ROAD, St. MELLONS, CARDIFF 
Tel: CARDIFF (0222) 777337 Telex: 497455 
FAX: 0222 779404 


Markefing 


Cheetah, products available from branches of 

Omxoffts WHSMITH P 

High St. Stores and aN good computer shops. 










Aerial 

Splitter 


oiieeiaii b iiedii 

^ splitter unit 
B complete 
/ with 

f-adhesive pad 
ap yourT.V. and 
leads plugged in 
ig the picture. 

■25 1 

r"*. sel 

lallows you to ke< 
Icomputer aerial 
Iwithout disturbir 

1 £ 2 . 
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doesn't seem to care. 
Fido is my Little 
Computer Person. I found him 
in our Spectrum - the one with 
the wobbly interface ~ maybe 
the rent was lower. 

I talk to Fido, I ask him to\write 
me a letter and he does. It is 
complete drivel. He rambles on 
and on about how happy he Is 
in his new computer home and 
how much he likes his dog. He's 
the sort of person you'd avoid 
at parties. 

You can pet Fido when he sits 
in his petting chair, extending a 
little hand out wViich pats his 
head. You can give him 
presents of books and records. 
You can play simple card 
games with him you can keep 
him well fed and watered. You 
can be kind and treat him as 
your own little friend. Or not. 

If you are unkind your little 
computer man starts to suffer. 
At first he types you plaintive 
little letters gently suggesting 
that he is a little hungry. Wait a 
little longer and the letters 
become more desperate, more 
pleading. Eventually your little 
man retires to bed and turns 
green, he refuses to do what 
you ask and looks generally as 
though he's downed one 
vindaloo too many. 

Little Comnuter Pennie Iq 


surprise since the whole thing 
Is, in one way, a computer 
equivalent of Cabbage Patch 
Dolls over which mid-western 
housewlfes drew blood. The 
thing Is, despite being 
desperately twee in places. 
Little Computer People is also 
unique, very well programmed 
and - in the short term at least W 
utterly captivating. 

It will only work on the 128K 
Spectrum, the original was a 
disc-based exercise on the 
Commodore. This means two 
things: firstly, the Spectrum 
128K version takes ages and 
ages to load, and secondly 
some of the features of the 
game which were especially 
clever on the Commodore used 
the instant access disc 
provided. For example, the 
beginning of the game is a 
'moving in' sequence where the 
computer man 'arrives' at your 
computer and wanders around 
aimlessly looking at his new 
home. This only ever happens 
once on the Commodore if you 
want to avoid it you have to 
Save the game on tape 

Fido is also naked on the 
Spectrum. Because otherwise 
different coloured bits of him 
would create wonderful 
attribute problems. It's 
somethina 1 can liva with I'm 


jm: 


Reviewer: 
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strategy! 

SINUUTHm 


An incredible program¬ 

ming achievement, you'll 
come closer to actually 
believing than you can 
possibly imagine 


LITTLE COMPUTER 
PEOPLE 

Label: Activision 
Author: David Crane 
Price: £9.99 
Memory: 128K only 


. The 

programming Is still pretty 
remarkable. It's the attention to 
detail that makes the program. 
You set up a clock at the 
iDeginnIng of play (?) and a clock 
in the Little Computer Person's 
house keeps regular time from 
then on. The record player 
actually looks like it's going 
round and round, Fido can nod, 
do aerobics, walk around, look 
happy, sad or indifferent, watch 
the television (which flickers 
and, judging by the sound, 
shows very violent 
programmes), play some 
simple games or play with a 
computer. He can even go to 
the bog and take a shower 
(shielded from one's gaze 
fortunately). 

Sound is another key part of 
the program, important enough 
to mean that even if this 
program could be reduced to 
48K it wouldn't be worth 
playing without a decent sound 
chip to similate Fido playing the 
piano or playing records. Fido's 
taste in music leaves quite a lot 
to be desired and I recall with 
envy a Little Computer Person 
on the Commodore you used to 
play bizarre electro heavy 
metal. Music Is not the only 
reason for sound, sound effects 
of various kinds add greatly to 
the sense of detail in the 
program. For example Fido's 
footsteps are different 
depending on whether he is 
walking across carpet (fump. 


fump) or linoleum (eep, eep). 

Fido also talks - a strange 
language made up of bleeps 
and whistles, heard when Fido 
chats on the phone (but to 
whom?) I spotted one bug 
though - he keeps chatting 
even after he puts the phone 
down - a sure sign of insanity. 

This is an excellent 
conversion, and even though 
much of the cutesyness of the 
Idea Irritates me, it's so well 
done that I think Little 
Computer People is a genuine 
and important step forward in 
artificial intelligence. 

Oh yeah, in the end I just 
couldn't bring myself to kill Fido 
~ after he failed to respond to 
my suggestion that he eat the 
dog I fed himB 
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TASWORD128 


TAfiwoRn Three 


TASWORD PUIS TWO 


Buy a Tasword for your Spectrum and get a word processing program that is: 

Easy to use. Just load the program and type in your text. If you do need help then it's there on the 
Tasword screen. 

Packed full of features. The new generation of Taswords seta new standard in word 
processing on the Spectrum computers. 

Designed for YOUR computer. There is a Tasword for each Spectrum computer. 
Each Tasword is designed to make the best use of the keyboard and memory on 
your Spectrum. 



Z\ Spectrum 

TAsmmRoDmo 

_ THE WORD PROCESSOR _ 

TASWORD TWO for the ZX 48K Spectrum 
cassette £13,90 microdrive cartridge £15,40 

" Without doubt the best utility I have reviewed for 

the Spectrum " 

HOME COMPUTING WEEKLY APRIL 1984 
"Ifyou have been looking for a word processor, then 
look no further" CRASH JUNE 1984 

With 64 characters per line on the screen and a host 
of useful features TASWORD TWO is the ideal 
cassette based word processing package for the 
Spectrum owner. _ 

Taspiunt 

_ THE STYLE WRITER _ 

TASPRINTfortheZX48KSf^mm 
c assette £9,90 microdrive cartridge £ 11.40 

A must for dot matrix printer owners! Printyour 
program output and listings in a choice of five 
impressive print styles. TASPRINT utilises the 
graphics capabilities of dot matrix printers to form, 
with a double pass of the printhead, output in a range 
of five fonts varying from the futuristic Data-Run to 
the hand whting simulation of Palace Script. A 
TASPRINT gives your output originality and style! 
The TASPRINT fonts are shown to the right together 
with a list of compatible printers. 


Tascopy 

_ THE SCREEN COPIER 

TASCOPY for the ZXSpe^rum with Interface 1 
cassette £9.90 microdrive cartridge £ 11,40 

The Spectrum TASCOPY is for use with the RS232 
output on ZX In terface 1. It produces both 
monochrome (in a choice of two sizes) and large 
copies in which the different screen colours are 
printed as different shades. With TASCOPY you can 
keep a permanent and impressive record of your 
screen pictures and diagrams. A list of printers 
supported by TASCOPY is given to the left. 

Tas-Dbary 

_ THE ELECTRONIC DIARY _ 

TAS-DIARY for the ZX 48K Spectrum and 
_ microdrives. Cassette £9.90 _ 

Keep an electronic day-to-day diary on microdrive! 
TAS-DIARY includes aclock, calendar, and a separate 
screen display for every day of the year. Invaluable 
for reminders, appointments, and for keeping a 
record ofyourday. The data for each month is stored 
as a separate microdnve file so that your data fora 
year is only constrained by the microdrive capacity. 
TAS-DIARY will work for this year, next year, and 
every year up to 2100! Supplied on cassette for 
automatic transfer to microdrive. 


TasmanPrinter 

INTERFACE 

TASPRINT PRINTER INTERFACE for the 
ZX Spectrum £29.90 
RS232 Cable for ZX Interface 1 £14.50 

Plug into your Spectrum and drive any printer fitted 
with the Centronics standard parallel interface. 
Supplied complete with ribbon cable and driving 
software. The user changeable interface software 
makes it easy to send control codes to your printer 
using the method so successfully pioneered with 
TASWORD TWO. The cassette contains fast 
machine code high resolution full width SCREEN 
COPY SOFTWARE for Epson, Mannesmann Tally, 
Shinwa, Star, Tandy Colour Graphic (in colour!) 
printers. TASCOPY shaded screen copy software for 
this interface (value £9.90) is INCLUDED in this 
package. 

The TASCOPIESand TASPRINTS drive all Epson 
compatible eight pin dot-matrix printers e.g. 

BROTHmm 

AMSmDDMPm NECPC80238-N BR0THERHR5 

EPSONFX-80 MANNESMANNTAUYMW $HimCP-80 

EPSOm-80 SrARDMP501/515/5610 DATACPANTHER 

EPSOm-BOJYPEIII COSMOS-BO _ DATACPANTHERII 

COnPflCIfl - bold and heavy, yood for enphasis 

Cfllfi-flUCl ^ n fUTURIbTIC SCftlPT 
LECTURA Lib’HT - clean and pleasing to read 
flEDIfitI “ a serious business-like script 
■ Q duot.UuCt.ive, .|k''Ow.lTig 
TASPRINT output shown at less than half-size. 































































THETASWORD WORD PROCESSORS:^ 

TASWORD THREE- for the ZX48KSpectrum - Microdrive £16.50 
TASWORD 128 -fortheZX Spectrum 128-Cassette £13.90 
TASWORD PLUSTWO—fortheZX Spectrum + 2-Cassette £13.90 


Taswide 

THE SCREEN STRETCHER 


TASWIDE for the ZX 48K Spectrum 

cassette ES.SO 


With this machine code utiUtvyou can write your 
own Basic programs that will, with normal PRINT 
statements, print onto the screen in the compact 
lettering used by TASWORD TWO. With TASWIDE 
you can double the information shown on the screen! 

TASWORD THREE 

FOR OPUS DISCOVERY 

A special version of TASWORD THREE for the 

Opus Discovery disc drive. Disc £19.50 


7.\SPF,crRmt28 

TASWORD S28 

_ THE WORD PROCESSOR _ 

TASWORD 128 for the ZX Spectrum 128 

_ cassette £i 3,90 _ 

TASWORD 128 has been especially developed to 
use the additional memory of the 128K Spectrum. 
This gives text files that are overSOK long-this is 
about ten thousand words! TASWORD 128 has all 
the features of TASWORD THREE (mail merge only 
when transferred to microdrive). TASWORD 128 is 
supplied on, and will run on, cassette. TASWORD 
128 is also readily transferred to microdrive by 
folio wing instructions supplied with the program. 


Available from good stockists and direct from: 



1 SOFTWAREC 


Sincimr OL 

QL is a trademark of Sinclair Research Ltd 

TascopyQL 

THE SCREEN COPIER 


TASCOPY OL for the Sinclair QL 
microdrive cartridge £12,90 _ 

TASCOPY OL adds new commands to OL 
Superbasic. Execute these commands to print a 
shaded copy of the screen. Print the entire screen or 
just a specified window. TASCOPY OLalso produces 
large "poster size" screen copies on more than one 
sheet of paper which can be cut and joined to make 
the poster. ___ 

TasprintOL 

THE STYLE WRITER 


TASPRINT QL for the Sinclair QL 

microdrive cartridge £19,95 


’’’ASPRINT OL includes a screen editor used to 
modify files created by other programs, such as 
QUILL or by the user from Basic. These modified files 
include TASPRINT control characters and may be 
printed, using TASPRINT in one or more of the 
unique TASPRINT fonts. 


. 

I enclose a cheque/PO made payable to TASMAN Software Ltd OR charge my ACCESS/VISA number: . 

ITEM 


NAME _ 

ADDRESS 


_ Outside Europe add£ 1.50 per item airmail. 


PRICE 

£ _ 

£ _ 

£ _ 

£ _ 


Telephone Access/Visa orders: Leeds (0532) 438301 
Please send me a FREE Tasman brochure describing your products for: 


-QL. 


/V1SX 


_ Amstrad- 


_ Commodore 64_ 


TOTAL £ . 

_ Tatung Einstein^ 


SU \ 
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Got a problem? Then send for help! Write now to: Graham Close, Blewbury, Oxfordshire 




I want to do some calculations 
I in a machine-code program. Is 
It possibfe to make use of the 
Bom to help? asks Peter 
Townsend of Middlesborough. 

It's most easily understood by 
way of an example, Suppose 
we want to subtract the Basic 
variable B from the Basic 
variable A and to Fnnt the 
result, in other words we wish 
to execute the following Basic 
statement in a machine-code 
program: Print A-B 
The steps are as follows: 

• Use a Bom routine called 
Lookvar to locate variable iBthe 
Basic variable area. 

• Transfer the value of B to the 
calculator stack using the Rom 
routine called intston 

• Find the variable A in the 
Basic variables area using 
Look\/ar. 

• Transfer the value of A to the 
calculator stack using intstor. 

• Call the Bom calculator using 
RST 28h and follow the 
instruction by a byte containing 


More haste 

T omal Zaman from 

Pakistan contributes an 
international flavour to the Help 
Line th\s month and wins a copy 
of Uridium for his efforts asking 
a number of questions 
including How did you get to 
know so much about 
computers? and more 
interestingly perhaps Why do 
some games run faster on the 
C64 than on the Spectrum 
when the clock rate of the C64 
is slower than the clock rate of 
the Spectrum? 

The truth is Tomal, I don't 
know nearly as much about 
computers in general as It 
might appear. There are so 
many of the things around and 
they develop so fast that no-one 
can keep in touch with more 
than a corner of what is going 
on. I trained on a number of 
different computers in the '70s 
which gave me a good 
background to learn a lot about 
Sinclair machines when the 
ZX80 and its successors 
appeared. And I know a lot 
about Sinclair machines, 
particularly the Spectrum 


less speed 

because I've been lucky enough 
to spend many happy hours 
testing, programming, fiddling 
and playing with the things. 
And in between I've read a lot of 
what has been written about 
them too. In summary, Mr 
Zaman. I'm a Spectrum nut. 

Your question about the 
relative performance of the C64 
and the Spectrum is based on 
the premise that the only thing 
that matters in a comparison 
between the two machines is 
the clock speed. It is true that 
the Spectrum executes each 
individual instruction at two or 
three times the rate of the C64 
but what the C64 lacks in speed 
it makes up for in support, but 
only in some circumstances. 

The C64 has two extra chips 
compared to the Spectrum -the 
Vic chip which runs the TV 
picture and the Sid chip which 
runs the sound. These two 
chips can be set to get on with 
tasks while the microprocessor 
concentrates on running the 
rest of the machine. I still reckon 
the Spectrum is the better 
machine - but then I'm biased! 


What’s all this fuss 


joysticks? 


means and I'm pleased to say 
that the great man heard our 
pleas. 

Personally I'm not so keen on 
the built-in tape deck because 
I've never found it particularly 
difficult using an ordinary 
cassette player. However I think 
I'm a bit out of line with general 
opinion in this respect and even 
I can see that it's more 
convenient to put all the kit 
together if you haven't got to 
worry about a separate power 
lead for a cassette player or 
remember to connect wires to 
Ear and Mic sockets. 

I think the re-introduction of 
the boring old Sinclair joystick 
standard was a bit 
unnecessaryd) and it is bound 
to lead to confusion. For those 
readers who don't know, the 
two joystick ports are 'mapped', 
to use the technical term, on to 
the top row of the keyboard. 
This means that if you plug an 
Amstrad joystick into one of the 
sockets on the side of the 
machine and move it up/down/ 
left/right or press the Fire 
button you have the same effect 
as pressing one of the keys on 
the top row. (Further, if you 
want to connect a non-Amstrad 
joystick you'll need an adaptor 
lead - see later on in this piece). 

If you think about it you can 
see that there are five basic 
joystick actions up, down, left, 
right and Fire. From Port 1 these 
five actions are mapped on to 
keys 6, 7, 8, 9 and 0. From Port 2 
the actions are mapped on to 
keys 1, 2, 3, 4 and 5. 

The problem with this 
arrangement is that way back in 
the dim and distant past when 
the Spectrum was first invented 
the "arrow keys" were also 
mapped on to some of the keys 
on the top row and little arrows 
were printed on the keys in 
addition to the appropriate 
numbers. In fact the original 
Spectrum was a veritable jungle 
of keys and symbols with as 
many as five different symbols 
on each key. The effect of any 
given key depended on the 
context in which it was pressed 
and on the sequence of Caps 
Shift and Symbol Shift keys 
pressed before and/or 
simultaneously with the key in 
question. 

When creating the 128K+2 
the manufacturers did away 
with almost all of the extra 
symbols because they are not 
all that relevant to 128 Basic. 
Those 128K+2 owners who 
have never seen or used an old 


fashioned Spectrum and want 
to experiment might like to 
select 48K Basic and press the 
following keys: 1, then 0 then P. 
The Spectrum in 48K mode 
displays this sequence as: 10 
Print because the computer 
'knows' that when you press the 
P Key in this context that you 


Programs at 
an instant 

I s there a device for "reading' 
printed programs such as 
those featured in program 
printout? asks James Kelleher 
of Dublin. After seeing the 
iength of 'Crisis at Christmas' I 
feel f need one I 
'Fraid not, James. There are 
specialised optical readers (like 
the Omnireaderl which can 
read text but the letters have to 
be constructed in an unusual 
manner to form a character set 
which we humans find rather 
hard to read. A good example Is 
the strange looking letters and 
numbers found on the bottom 
of a cheque. I think y<Hj^ould 
object if your copy of Sg was 
printed entirely In this form. 


about 

D o you like the new 

Spectrum 128K+2 or do 
you still use the old 
Spectrum? asks Jonathan 
Smith of Newbury. And what is 
all this fuss about different 
joysticks for the 128K-I-2? 

I'm a convert to the new 
machine and no mistake. A 
couple of months before it 
came out I wrote in this column 
that a good keyboard was just 
about the best thing that Alan 
Sugar (he be boss of Amstrad, 
the company that now makes 
Sinclair computers) could give 
us. I wasn't the only person to 
grumble about the old 
Spectrum keyboard by any 
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03h whfch fs the code for 
subtraction and a byte 
containing 38h which is the 
code to end calcufation. 

# Print the value on the top of 
the caiculator stack using the 
routine fPrint 
Some of the routines which 
can be used to manipulate 
numbers on the stack are 
named and described in Table 1 


by a second, multiply by a third 
and then find the square root of 
the result it would only be 
necessary to place the numbers 
on the line stack in the right 
order and then call the 
calculator with the codes for 
division (05hh multiplication 
(04h) and square root (28h) 
followed by the termination 
code {38h)« 


together with their address in 
the Spectrum Rom. 

A stack system is very flexible 
because any number of items, 
up to the limit of the size of the 
stack, can be manipulated in 
one operation. 

Similarly any number of 
operations can be strung 
together. For instance if you 
wanted to divide one number 


HEmm HELPLINE 


want the Print command. The skips over the word Print all in 


old Spectrums had the word 
Print stamped on the P key to 
help you remember. The 128K+ 
2 machines still have the facility 
even though the extra symbols 
have been deleted. 

Now, continue entering the 
Basic line by pressing keys: 
",A,B,C,D,". The line will appear 
as: 10 Print "abed" Notice how 
the letter keys have now 
reverted to their usual effect. 
This is because the computer 
'knows' that only one command 
word appears in a Basic line. 
The command word in this case 
is the word Print. 

Now press the left arrow key, 
ie the key next but one to the 
left of the space bar. The cursor 
will skip back letter by letter to 
the beginning of the line. There 
is nothing surprising about this 
except perhaps that the cursor 


one go demonstrating that the 
computer is thinking of the 
word as a single unit. Now, 
instead of pressing the right 
arrow key to get the cursor back 
to the right hand end of the line 
again press the Caps Shift key 
and the 8 key at the same time. 
Surprise, surprise! The cursor 
skips to the right hand end of 
the line. 

A few experiments will show 
that Caps Shift 5 is identical to 
pressing the left arrow key. 

Caps Shift 8 is identical to 
pressing the right arrow key. 
Caps Shift 6 is the same as 
down arrown and Caps Shift 1 
is the same as up arrow. 

We've proved that the arrow 
keys are not mapped on to keys 
6, 7, 8, and 9 to simulate joystick 
Port 1 with key 0 as the "Fire" 
key. Nor are they mapped on to 


Protecting your product 

M y thanks to Philip Dobson Apologies to Philip 

of Bristol who writes: Some evervone else. I have i 


IVI of Bristol who writes: Some 
of the advice you have given to 
potential software authors on 
copyright protection is wrong! 
It is not sufficient to mail 
yourself a letter or package 
containing the program 
cassette with the intention of 
using the date stamp as proof 
of existence of the program at 
some particular date because it 
is possible to obtain such a date 
stamp on an unsealed envelope 
and to seal the envelope later! 


Apologies to Philip and to 
everyone else. I have rechecked 
my sources as result of your 
letter and you are quite right 
and I am wrong. It would 
appear that the only way to 
establish the existence of the 
program at a certain date is to 
deposit a copy on that date 
with a reputable organisation. I 
have suggested a solicitor or 
bank and Mr Dobsom suggests 
the copyright Section of the 
Institution of Analyst and 
Programmers (01-898 2385). 


four out of the five keys 1, 2, 3, 4 
and 5 to stimulate joystick Port 
2. No. Instead they're mapped 
on to keys 5, 6, 7 and 8, carefully 
straddling the two joystick port 
maps. This is confusing to say 
the least. 

It is particularly confusing 
because the 128K + 2 is the only 
version of the Spectrum 
released to date which can have 
a joystick plugged straight into 
it. All the earlier machines had 
to have a little black box, called 
an interface, which the joystick 
plugged into and which in turn 
plugged into the edge 
connector at the rear of the 
machine. These black boxes 
were and are made by a 
number of different 


Routine 

Dec 

Hex 

EXPTNUM 

7290 

1C02 

EXPT2NM 

7290 

1C7A 

NEXT2NM 

7289 

1C79 

EXPTSTG 

7308 

1C8C 

STKTOA 

7828 

1E94 

STKTOBC 

7833 

1E99 

STKFTCH 

11249 

2BF1 

LOOKVAR 

10418 

28B2 

INTSTOR 

11660 

2DBC 

STACKBC 

11563 

2D2B 

FPPRINT 

11747 

sDE3 


Function 


Evaluate in part the numerical expression currently pointed to by 

CHADD. During syntax-time the routine confirms the presence of a valid 
numerical expression. In run-time it places the evaluated expression on 
to the calculator stack, to be fetched by STKTOA or STKTOBC 
As for EXPTNUM but searches for two numbers separated by a comma 
CHADD is incremented before jumping to EXPT2NM 
Performs a similar function to EXPTNUM except that a string is expected 
rather than a number 

Fetches the last value from the calculator stack and compresses it into 
the A register 

Compresses the last value on the calculator stack into the BC register 
pair 

Fetches the various parameters relating to the last string entry on the 
stack. DE points to the first character of the string whilst BC holds the 
length of the string 

A search of the variables area is made for the variable whose name is 
currently pointed to be CHADD. If the variable is found, the carry flag is 
reset and HL returns pointing to the last letter in the variable name: 
otherwise the carry flag is set and HL will point to the first letter of the 
name 

On the entry HL points to the first of five locations whose contents are to 
be stored on the calculator stack 

The number currently held in BC is stacked in floating - points form 
Prints the last value on the calculator stack. Calling STACKBC and then 
T ui 4 A ^ _ FPPRINT provides an easy method of printing any 16-bit number 

Table 1 A list at Rom routines which are of use when using the Spectrum Calculator, together with their entry points 


manufacturers and there are 

two ways of making the 
connections which have gained 
widespread acceptance. 

One way is called the 
Kempston standard after the 
company which pioneered it. In 
this standard the joystick is 
completely independent of the 
keyboard and must be read 
using an In 31 command. I 
wrote about how to do this in 
machine code a couple of 
months ago. The other way is 
for the joystick to simulate the 
effect of pressing, yes, you've 
guessed it, an arrow key. 

So Amstrad has re¬ 
introduced a third way of 
running a joystick from the 
Spectrum. (I say re-introduced 
because Sinclair had a bash at it 
several years ago with very little 
success.) No doubt this is great 
fun for the manufacturers but it 
shows precious little respect for 
the poor long sufferin' user. 

And, to compound the 
problem Amstrad has carefully 
wired up joystick connections 
differently from anyone else. 
This, it seems to me, is 
particularly dangerous because 
it means that if you plug a non- 
Sinclair joystick into the 
128K-h2 port connections you 
risk damaging your machine. 
Amstrad has done this despite 
the fact that it has new sockets 
which look identical to 
everyone else's. 

It's fairly easy of course to 
construct a joystick plug which 
switches the connections 
around in the right way and I 
know of at least one firm 
(Cheetah) which is selling an 
appropriate widget to do the 
job. Nevertheless it's very 
annoying to say the least that 
wrong. So be warned: 

%Don't plug a non-Sinclair 
joystick directly in to the 
128K-h2 

• Don't plug a Sinclair 
joystick directly into a Spectrum 

































I 'm still not exactly sure what 
to make of Agent Orange. 

OK, it's got a completely 
lousy title, but it's quite original 
plot-wise, and it plays very well. 
Well, while I'm making up my 
mind, see what you think of the 
'concept' (man). 

Three generations after the 
Battle of Britain, dogfights of a 
far larger magnitude are raging 
on planets all across the solar 
system. Having exhausted 
much of Earth's crops, and in an 
ever-progressive system, whole 
worlds are exploited for their 
growth/enducing 
environments. They're turned 
into huge greenhouses on 
which crops are planted, grown 
and harvested. 

Policing these places is a big 
headache, as is simply moving 
the crops in order to sell them. 
As a result, a new industry was 
born. The workers have long 
hours, poor conditions and little 
incentive other than the money 
they can make by importing 
crops from dangerous areas 
and maybe ridding the galaxy 
of a few alien parasites. 

The trouble with these aliens, 
though, is that they just seem to 


aGEnT 


a Flying Farmer - as they are 
known - and have the job of 
planting and harvesting crops, 
and dealing with the aliens. 

Once you've decided which 
options to select (joystick/ 
redefined keys etc) you enter 
the game proper. The screen 
swishes open to reveal the 
mothership and your tiny 
hovvery thing on the launch 
pad. Off you go over miles and 


Love^it-or-hate it style 
strategy-blast with a bit 
of ecology thrown in for 
good measure. Highly 
innovative storyline 


AGENT ORANGE 
Label: A'N'F 
Author: in-house 
Joystick: various 
Price: £8.95 
Memory: 48K/128K 


hat s the storv. You are 


J ail Break is the first 

convertion of an arcade 
game attempted by coin¬ 
op kings Konami all by itself. 
Past form has always been to 
do the games via licences with 
the likes of Imagine. 

With a few ifs and buts I'd say 
its first solo outing is a big 
success. Better, mostly, than 
the usual standard of the 
Imagine licenced deals. 

You're a lone American cop 
with strange legs and a nifty 
peaked cap. And what with the 
hoards of criminals making a 
break for it from The State Pen 
you're kept pretty busy. Them 
and their hostages assorted 
men, women, children and 
wardens who it's best not to 
kill. (Occasionally, well pretty 
often actually, they are called 


which). Guns must just be 
avoided carefully - these 
convicts run in approximately 
straight lines (though the 
bullets sometimes seem to 
curve mysteriously). Brick- a 
wielding baddies are muc h^f 
more tricky - they run 
straight 


upon to make the ultimate 
sacrifice for an orderly society 
and you'll just have to kill 
them). 

If instead of killing a hostage 
you manage to actually rescue 
one you are rewarded not only 
with a warm glow and plenty of 
bonus points but a handy tool 
like a bazooka or a tear gas gun. 
The three types of weapons - 
standard pistol, bazooka and 
tear gas gun - are all necessary 
at different times to achieve 
different tasks. 

The pistol will kill convicts 
and fires repeatedly and 


quickly. 

The bazooka will knock out 
almost everything including the 
barrels the convicts have 
placed to block your way. 

And the tear gas gun deals 
with people for one reason or 
another immune to bullets like 
the skeleton in the first section. 

Convicts come in two main 
types, those with guns and 
those with what may . 

S be either bricks or 

L bottles (I'm not sure^fl^ 


for you in an act of mindless 
agression. Don't try to reason 
with them. 
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miles of monochrome 
landscape, which apparently is 
only a few metres wide - you 
can't go up or down. Now you 
will have a full tank of seeds 
that need planting. Trying to 
plant these on machinery and 
weedy areas is pretty stupid. 
Instead, you've got to find some 
ground that hasn't been 
attacked or built on. 

As you fly low over the 
surface, hold down the Fire 
button and your pods of seeds 
will be shot into the ground. 
Soon they'll start to grow into 
little cubes of colour. 

Of course, the aliens are 
doing exactly the same thing 
with their crops, and it's up to 
you to stop it. Alien craft fly 
around and take pot shots at 
you now and again. These can, 
at least on the early levels, be 
picked off very easily. Once 
you've killed one, they will, 
explode in a puff of white 
smoke. Miraculously his cargo 
of seeds makes it through the 
explosion and will lie, invitingly, 
on the ground. All you have to 
do is fly over the pod and collect 
it. 

Alien seeds overrun your own 
potential growing areas and 
must be removed by flying at 
low level and firing 
continuously. Having dealt with 
a couple of aliens and blown 
away most of their crops, some 
of your seeds (remember we 


HINTS AND TIPS 

• Kill bomb throwers the 
moment you see them. You 
won't get a second chance 

# You need a bazooka to blast 
barrels the tear gas gun to get 
the skeleton 



planted some a couple of 
paragraphs back) should have 
turned green, signifying their 
readiness to be harvested. 
Harvesting is a doddle. Just fly 
over the crops and watch your 
cargo gauge begin to fill. 

Once you've stocked up on 
crops, it's back to the 
mothership and off to another 
planet. 

Crops can be converted to 
money in order to buy a more 
heavily defended ship. This will 
come in handy in later stages 
when the baddies develop 
tougher hulls. 

And that's just about the 
measure of it. The graphics are 
rather nice, it's all rather 
original, and there's some 
genuine strategy involved; 
should you concentrate on 
harvesting your ripe crops or try 
to deal with the spreading alien 
vegetation? Not so much kill, 
kill, kill as sow, harvest, sell and 
kill a bitfl 


• Blast the convicts in the 
manholes before trying to get 
past them 

• Even approaching near a 
convict can kill you 

• Try to fire at specific targets, 
stray bullets are bound to kill 
hostages 


O h dearie me. Who let 
this one out? Someone 
somewhere, probably in 
the pub, decided that it would 
be funny to do a game which 
parodied the computer 
industry. Is it funny? 

Well, do you think that calling 
the company Wibstars instead 
of Websters (a real company) is 
funny? I find it tedious. 

When you try to base a game 
around a joke you have in the 



WIBSTARS 
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I'd say the game was pitched 
at just about the right level of 
difficulty. The first couple of 
times you die immediately and 
yell 'fix!' Then you survive a 
minute and finally you start 
surviving for several minutes at 
a time. 

Graphically the game looks 
good. Fair sized sprites for cop 
and convicts, goodish 
background detail, smooth 
movement (mostly). 

Bad points? Well the screen 


scroll is very jerky and 
sometimes you bite the dust for 
reasons that do not seem 
entirely fair - just passing 
within feet of a convict 
sometimes kills you and 
generally there is something 
peculiar about the 
perspectives. 

Jail Break is a good start for 
Konami. A better than average 
conversion that tops the 
mindless violence league for 
the year so farB 


pub the chances are it isn't 
going to hang together as a 
game. Wibstars is actually 
several games in one, another 
bad sign, the answer to not 
having one good idea is not to 
put together five bad ideas. 

The object is to make 
computer products and then 
sell them at a profit. In practice 
this means playing three or four 
games which have no special 
relevance to the game idea and 
in contrast bear quite a lot of 
relevance to other peoples 
ideas. 

For example: In stage one 
you choose, with your allotted 
budget what goods you will sell 
- a combination of discs, tapes 
or Spectrums. They cost 
different prices and you decide 
which combination is best. How 
do you select them? Using an 
icon/fork-lift truck arrangment 
straight out of Ghostbusters, 
then you have a screen where 
you try to pick up goods in your 
lorry — this involves driving 
between different tubes down 
which products are falling and 
catching as many as possible. 

Next up is a section right out 
of half a dozen recent road 
games where your lorry drives 
to the shops, watch out for a car 
in front of you which drops 
junk, finally we get manic Miner 
meets everything else as your 
product has to ascend a series 
of ladders and platforms, via 
lifts and boxihg gloves and 
make it to the shop. Your little 
man who can help the product 
on his way actually looks like 


/ several buXir^Seo 
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VVfBSTARS ~ 

J Label: A 'M' f 

^^tbon in-house 

i Price; £ 8.95 
I Memory; 48K/128K 
various 
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iewer: 


Miner Willy. 

The graphics are passable 
but, honestly, I can't believe A 
'N' F is serious with this one. 
Avoid, utterly, completely, 
totallyB 



SINCLAIR USER MARCH 1987 









































P edal power is all you've 
got to beat the burms, 
bumps and ramps of Code 
Master's BMX Simulator -a 
budget game that recently 
reached the top of the 
Commodore top ten chart. 

If you're not into the jargon of 
this biking cult the BMX is a 
racing machine with light- 
weigh frames, thick rubber 
wheels and powerful 
suspension. 

Each course looks like a bomb 
shelter, scattered bits of old 
tyre, ramps, large or deep 
puddles and - on the most 
complex courses - arrows 


BMX 9 


directions. Hills around the 
course slow speeding bikes 
down and allow riders to 
change direction quickly. 

At the start of each race you 
can alter the number of course 
tracks you go around and the 
number of players. It's a true 
two-player game - so you and a 
friend can whizz around the 
course simultaneously - but 
you can't change the control 
configuration. 

The bikes glide off the ramps 


MEGABUCKS 

M 


I egabucks places you, 
as heir to your uncle's 
I fortune, outside a huge 
mansion which is full of security 
systems and all sorts of 
advanced traps. Your mission is 
to find a way into the mansion 
and get hold of a hidden item 
which will entitle you to the 
cash that he left behind. 

Sounds familiar? What we 
have here is yet another 
attempt at the arcade-adventure 
theme twiddled and tweaked to 
incorporate lots of menus and 
large-ish graphics. 

Into the heady excitement of 
the game then, and we find 
ourselves standing on the first 
of an endless array of 
composite landscapes with an 
occasional object lying on the 
floor, just daring you to attempt 
to pick it up - thus loosing 
yourself in a maze of black 
boxes offering many object- 
manipulative options. 

Everything is icon-controlled 
(hence all the boxes etc) and 
therefore you will have to get 
pretty darned efficient at 
selecting those icons in order to 
get anywhere before the time 
limit runs out or something else 
happens to end your game. You 
walk left and right in an 
extraordinarily predicatable 
manner picking up objects, 
fighting your way through black 
boxes and suchlike. 

Most of the locations are 


rooms in the mansion and are 
generally interesting to look at- 
being quite detailed and 
colourful. The objects are pretty 
hard to miss, and are -to be fair 
- quite well drawn. By using the 
wretched menu system it is 
impossible to examine the 
objects and discover their use. 

The Gem is a particularly 
good thing to get hold of, 
allowing you to fly around and 
thus reach locations previously 
hidden. 

Well, there's not a great deal 
more to say about Megabucks. 
It's sort of OK, but is so 
flabbergastingly unoriginal that 
it's budget price is just about all 
it has in its favour* 




FACTS BOX 

Brilliant conversion of a 

C64 hit. Bikers' paradise 
with smooth slippery ac¬ 
tion. A genuine simula¬ 
tion 

BMX SIMULATOR 

Label: Code Masters 

Author: Richard Darling 

Price: £1.99 

Memory: 48K/128K 
joystick: Kempston, Sinclair 


Reviewer: 





FACTS BOX 


Dreary, old-hat non¬ 
sense pretending to be a 
bargain purchase. Don't 
be taken in - it's flabber¬ 
gastingly unoriginal! 


MEGABUCKS 

Label: Firebird Silver Range 

Author: Ivan Horn 

Price: £1.99 

Memory: 48K/128K 

joystick: various 






FALCON 

PATROL n 

T he problem is Falcon 
Patrol II - the Spectrum 
conversion of that old 
Virgin C64 hit - now from Bug- 
Byte - requires a good deal of 
imagination on the players' part 
if it is to offer any entertainment 
at all. 

It pretends to be about 
defending your own territory 
from an onslaught of un- 
named-but-you-can-bet-they're 
-not-part-of-the-Free-West 
helicopters but the standard of 
programming is barely better 
than a type-in-yourself 
magazine listing. 

Anyway, it's side-to-side 
scrolling with lots of killing and 
crummy graphics. It's all single 
character UDGs and attribute 
problems. At the start of the 
game, you are depicted on a 
small take-off pad amidst 


FACTS BOX 


Bad sound, bad graphics 
and bad gamepiay. Des¬ 
tined to be budget from 
birth. It's in no way re¬ 
deemed by being cheap 


FALCON PATROL II 
Label: Bug Byte 
Author: Steve Lee 
Price: £2.99 
Memory: 48K/128K 
joystick: various 






accurate simulated gravity, but 
it's a terrific pain in the butt. 
Slow response and useless 
graphics are topped off by the 
horrific sound. 

It's destined to be played for 
half-an-hour and put in a 
drawer for all eternity* 


general scenes of destruction 
etc. Once your armaments are 
replenished and fuel tanks 
filled, it's off into the wide-blue 

■'f' 



yonder. As you fly around , 
enemy planes attack you. 




The controls are not 




particularly responsive, and you 
have to continually battle to 
keep the plane off the ground. 




Yes, I'm quite prepared to 
believe that this is all supremely 

1 

^ SP 



NUCLE 

A mazing how last year's 
state of the art is this 
year's budget offering. A 
year or so back Nuclear 
Countdown would have been a 
Classic. This year it's a grade A 
top quality budget title. That's 
an advance I guess. 

Visually Nuclear Countdown 
reminds me of a cross between 
Gyroscope and Highway 
Encounter, there are the 3D 
grids, holes and sliding 
platforms that remind me of the 
former. The funny little 
pyramids, barrels and other 
objects are inspired by the 
latter. 

The game is played on a time 
limit. Your robot droid (yes 
another one of those) has to 
find its way through a maze of 
25 rooms seeking out unstable 
cells and neutralising them 
(curiously this is achieved by 
blowing the thing up). 

Inevitably there are the usual 
bumper assortment of robot 
droids lurking around each 
screen in the game. These 
scuttle about and should you 
bump into them - Zing! - back 
you go to the first screen again. 

This can get very frustrating. 

The grid-like rooms are not easy 
to negotiate either. Some 
sections forcibly slide you in 
one direction or another, 
whichever itsThe wrong way. 
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ilMULATOR 


and each accelerates just as 
long as you hold down the Fire 
buttons. Left and right on the 
joysticks turn the bikes anti¬ 
clockwise and clockwise. The 
best course of action is to stay 
on the narrow but less straight 
path. 

When you're a beginner 
avoid the hills. They'll slow you 
up and cause the bike to wobble 
off in all sorts of directions. 
Equally, avoid the tyres in the 
centre of most courses. They'll 


send your biker flying in the air. 

Anything goes as far as you 
and your opponent are 
concerned - after all, this is a 
simulation. You can force your 
friend's bike into trouble or 
knock him off with your front or 
back wheels - more likely you'll 
be the one that comes unstuck. 

Talking of front and back 
wheels, you can't tell which is 
which. When you're starting off 
after a crash the bike is likely to 
be facing in the wrong 
direction. If you accelerate 
you'll crash again. So, make 
sure you turn 360 degrees 
before making a move. 

The winner of each course is 
first past the post (surprise). 

You can, however, clock up a 
time even if you lose, as long as 
you pass the finishing line 
within the qualifying limit. 

In the tradition of all the great 
simulators BMX allows you to 
learn by your mistakes. There's 
an action replay available if you 
came within a wheel's breadth 
of winning. It's in real time but 
you can slow the action down 
by pressing 'S'. 

Richard Darling has done it 
again. This simulator is a full 
priced game in budget clothing 
and a classy conversion of the 
Commodore originalB 


P heenix is a very old game 
indeed. It became 
moderately popular 
during the post-Galaxian swirly- 
twirly shoot-out "boom". The 
concept of these games is to 
wipe out the alien horde before 
they do allkindzabadstuff to the 
Earth. 


IIEVIEW 


PHEENIX 


In fact Pheenix wa j t i 
form of Space-Invaders 
although the little blighters 
refused to stand in easy-to-kill 
lines. They zoomed around a bit 
and disguised themselves as 
large blue birds. 

Indeed, there is a large blue 
bird on the cover artwork. 
Unfortunately it is very poorly 
drawn and gives the casual on 
looker little if any idea what on 
earth the game is about. (Why 
do software companies use the 


AR COUNTDOWN 


FACTS BOX 


3D Arcade Came, that 
mixes Gyroscope with 
Highway Encounter to 
good effect. A first divi¬ 
sion budget title. 


NUCLEAR COUNTDOWN 
Label: Atlantis 
Author: Adrian Longland 
Price: £1.99 
Memory: 48K/128K 
joysticks: various 


:G^ 


Reviewer 




you can be sure of that. 

Some squares drain energy 
shields (which defend you from 
at least some of the droid 
onslaught) others restore it. 
Some objects can be moved 
around, though I haven't found 
much reason to do so yet. Your 
continuing problem is to get to 
an energy restoring area before 
your shield energy drains 
completely. 

It isn't terrifically original, and 
25 rooms is not that awesome, 
but its very slickly programmed 
and well worth investigating. As 
I said, a year ago it would have 
been E9.95B 


name of a well known game - 
presumably for easy 
identification and thus 
increased sales - and then use a 
largely confusing piece of 
artwork? Discuss) 

Anyway, that's all by the by. 
Now, were we living in a 
romantic world, this is the point 
where I'd be able to say "But 
despite my initial feelings about 
the game, it's really great!" 
Unfortunately we don't, I can't 
and it's not. 

Moving left and right and 
firing and using your shield 
(sometimes) may have been 
satisfactory a few years ago but 
it no longer holds the slightest 
interest. The gameplay is 
predictable, the graphics are 
uninspiring and the whole thing 
is very disappointing indeed. 

And hold on to your horses all 
you "Ah yes, but it's a 
conversion of the arcade game 
and therefore the graphics 
remain faithful" crowd. It won't 
wash I 

Pheenix is a load of hogwash. 
If - he says, nervously avoiding 
an entirely damning review - 
you really want a version of this 
tired old fogey, it may be worth 
a lookB 


FACTS BOX 


Bah! Re-hashed hokum 
in a none-too-pretty 
wrapper. Avoid unless 
you want to be the only 
owner of this version 


PHEENIX 

Label: Alternative Software 
Author: Martin Ward 
Price: £1.99 
Memory: 48K/128K 


Reviewer: 
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Marginally humourous 
second game based on 
the Adrian Mole books. 
It lacks much sense of 
involvement 


THE GROWING PAINS 
OF ADRIAN MOLE 
Label: Virgin Games 
Author: Level 9 
Price: £7.95 

48K/128K 
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W argaming isn't just confined 
to micros. 

For a start, wargames 
have just been used for 
training purposes by various 
European armies - notably the 
Prussians - for some hundreds of 
years. 

Wargaming as entertainment 
dates to the beginning of this 
century. One of its first fans was H G 
Wells, better known for his SF novels 
like War of the Worlds, He played his 
warga les in his garden, with lead 
soldiers and matchstick-lfiring toy 
cannon. 

Things stayed pretty much at that 
level for about fifty years, although 
various attempts to introduce more 
realistic ways of assessing casualties 
were made from time to time. 

In the 1950s and 1960s, a steady 
supply of models which could be 
used for table-top games led to a 
rapid growth in the hobby's 
popularity. Instead of purely 
imaginary battles, fought with real 
missiles, serious attempts to recreate 
the great battles of the past became 
all the rage. Dice were introduced to 
handle combat - the actual 
probability of, say, a cannon hitting 
its target at various ranges would be 
worked out. Once a hit was scored, 
the dice would also be used to 
calculate how much damage was 
caused. But historical accuracy was 
all important, so every possible 
variable would be factored into the 
sums — morale, ammunition, 
training, visibility, the weather, how 
good a unit's officers were and so 
on. 

Clubs and organisations were 
formed, many of which published 
their own sets of rules. Scientific 
development helped, too plastic 
figures and kits soon appeared. Not 
only were they cheaper, but they 
were far lighter as well. With lead 
figures all to often tables and 
shelves collapsed under the sheer 
weight of metal involved! 

Meanwhile, in America the first 
proper board war-games were 
produced. Instead of a table top, 
battles were fought on paper maps, 
marked out with squares — the now 
familiar hexagon grids only came 
later. Die-cut cardboard counters 
replaced legions of lead or plastic 
figures and the rules were often very 
complex indeed. Usually, each 
board game concentrated on a 
particular battle or campaign, 
although in the late 1970s monster 
games with maps covering room¬ 
sized spaces and thousands of 
counters were produced by various 
companies. 

Combat, though, was in the main 
more simplistic on the board than in 
table top games. Board games were 
not usually concerned with 
individual soldiers but with 
regiments, divisions, corps or whole 
armies. 

Then came Role Playing Games. 
Invented in the mid 1970s by a group 
of guys hrWIsconsin the idea was 
instead of playing a general 
commanding an army, each player is 
an individual. The obiective of a role 
playing game (RGP) is not to achieve 
set victory conditions as in other 
forms of worgonsiftg, but to creote a 


Playing 'em 
wargames! 

Wargames, What are they good for? Quite a lot 
actually if you're looking for something a bit more 
taxing than a kicky-pTatform effort (And wo^s 
wrong with them, then?). Anyhow, Gary Rook 
finds out what all the fuss is about 


realistic character, complete with 
motivations, family background, 
education and career history. 

The first - and still the most famous 

- role playing game is Dungeons & 
Dragons, which was amazingly 
successful. In it, participants played 
inhabitants of a quasi-medieval 
world where magic really worked. 
Drawing heavily on fantasy writing 

- in particular, the sub-genre known 
as swords and sorcery — Dungeons & 


Dragons started a multi-million 
dollar industry. There are now 
hundreds of RPGs covering heroic 
fantasy, science fiction, modern 
warfare and horror fantasy. 

Role playing games were so 
successful for a number of reasons. 
Firstly, large numbers of people can 
take part at the same time (typically 
half a dozen). Secondly, within a 
loose rules framework, the players 
are encouraged to use their 




































































































































A Serious fantasy with a medieval twist 

imaginations and act out their 
fantasies (within limits, of course!). 

Thirdly, there is no need for large 
armies of lead or plastic figures — in 
fact, RPGs can be played with just 
paper and pencil. 


wjr aviiic? iiiaior 

development in the science of 
warfare. 

# So the ancient period runs from 
the beginning of recorded history 
around 4,000BC - until the use of 
gunpowder becomes widespread 


Computer wargames 

T here are a fair number of 
computer wargames on the 
market at the moment. 

Most of them are written by people 
who have played board wargames, 
though, and it tends to show. They 
are still bogged down by the 
restrictions of the board wargames 
form, even though they're not board 
wargames. 

One particular gripe I have is that 
too many computer wargames are 
written for two players, which at best 
is a waste of precious memory space. 
Unless you can link up two micros 
back to back, so each player has his 
or her own keyboard and screen, 
you have to share one computer. 
What fun is there in a game where 
you have to turn your back for half 
an hour while your opponent 
moves? Some games don't even 
have one-player options which is 
downright crazy. 

The whole point of computer 
wargames is that the computer is the 
opponent. 

There are some very good 
computer wargames available 
though. Desert Rats and Arnhem from 

CCS, Legions of Death and Johnny 
II from Argus, Samurai from 
^ ^CRL and Their Finest Hour from 
U^ntury Communications 
•- ri, are all great. 


Computer wargames were 
originally restricted to simulations 
run for the military - real 
wargames, in fact. The advent of 
home computers, however, soon 
opened up a whole new area of the 
wargames hobby. Potentially, 
wargames programs on micros offer 
the solutions to most of the problems 
which the hobby has faced in the 
past. The computer can be the perfect 
opponent: It can't see what you're 
doing, it won't cheat, it won't get 
bored or have a tantrum, it has 
perfect recall of the rules, it's ready 
to play at all hours of the day and 
night, and it doesn't mind losing. 

Home computers, coupling an 
enormous graphics potential with 
the speed with which they can 
perform abstract calculations — very 
necessary in most wargames — must 


The best wargames programmers, 
though, are American, and not many 
of their products have yet been 
converted for the Spectrum. US Gold, 
though, is supposed to be converting 
some titles from the top US Strategic 
Simulations Inc. 

Some companies have written 
what are effectively role playing 
games, only on computers. The 
players create characters, form 
parties and adventure In much the 
same way as with an ordinary RPG. 

There are also various programs 
around which are supposed to help 
with the book-keeping in role 
playing games. Few of these have 
been licenced, so they can't use the 
names of the games they have been 
written for, but you can get 
programs to help you create 
characters, for example. A couple of 
companies have produced hybrids 
of traditional board and computer 
games - you get a board and 
counters, but the rules are in a 
computer program, which also plays 
the opponent. You type in where 
your forces are moving to, and the 
computer works out its own 
responses. One such game is called 
ATRAM, a simulation of air combat. 

There is much greater scope, 
however, for computer wargames, 
and indeed for the use of computers 
in wargames generally. At any 
wargames convention, there will be 
some gamers who will be using 
home micros to run their games. 

Wargames programs are getting 
more and more sophisticated and 
Computers are ideal for the realistic 
simulation of what happens on the 
battlefield — once someone can write 
the right programs, that is! 

n/'F ; 


WARGAMES 


have seemed like the answer to the 
wargamers' prayer. 

Unfortunately, very few games 
designers have yet been able to 
translate tabletop or board games 
on to the small screen with any great 
success, although RPGs have proved 
far easier to adapt for computers. 

What the next step in the 
development of wargaming is 
remains to be seen. But there have 
been various experiments in 'live' 
role playing. One example involves 
adventures in a real castle, with 
players dressed in fake armour. 
Another pits teams of people armed 
with paint guns against each other. 

The ultimate so far is the laser 

. The game takes place 

-J area about the size of 

a couple of tennis courts. Players are 


// X ^ 






armed with guns which fire pulses of 
irhen they hit 
rybody taking 
part has to wear, and a master 
computer keeps the score. The 

uter can also alter the playing 
by moving scenery around or 
generating smoke to reduce 
visibility. An American Idea, but 
supposedly coming to the UK soon - 
an arena was planned for Great 
Yarmouth. 

With Increased computer power, 

3t'live'wargaming using low 
laser weapons and advanced 
lograms? The idea may seem far 
ched at the moment, but we'll 
probably see the reality sooner than 
we think. 

over Sylvester 
, body could be Rambo. 
lon't worry about the blood - 
1 come out in the wash.. .■ 


Tnkloton 

^ --lo longer 
I as popular as it was in the 1960s 
and 1970s, but it still commands a 
considerable following. 

Tabletop games are divided into 
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VM HAVE YOU GOT ^ 
WHAT ITTAKES TO BE A 




Top Gun puts you in the fighter pilots seat 
of an F-14 Tomcat. 

Vector graphics and a split screen allow I or 2 
players to play head to head, or against the computer. 


Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 

Top Gun mavericks! Enter the danger zone. 


£ 7.95 

SPECTRUM 



£ 8.95 

AMSTRAD/COMMODORE 


Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G. 

Ocean Software: Distributed in France by Ocean France.Telephone: 93-42-7144. Distributed in Germany by Rushware.Telephone: 2101-70040. 

TM & © 1986 Paramount Pictures Corporation. All Rights Reserved. TM. a trademark of Paramount Pictures Corporation. 

































^More ores on the table top 

fantasy tabletop gaming, or on 
future events - the Third World War, 
or SF games. Then there are those 
who like to concentrate on the less 
crowded areas of history — there are 
plenty of these: colonial wars in 
Africa, perhaps; or the American War 
of Independence; or the Seven Years 
War, the Six weeks War or the Six 
Day War. All have their supporters. 
There are also naval gamers, who 
will usually concentrate on a period 
in the same way as others, but will 
be specialists in seaborne warfare. 
Then there are those who prefer 
combat in the air. 

If you're interested in the idea of 
tabletop gaming, then the best idea 
is to find someone who already 
plays. This way, you can get a feel 
for it without committing too much in 
the way of time or effort. Many 
schools and colleges have 
wargames clubs or there are clubs in 
various parts of the country. There 
are also conventions held all over 
the place, usually organised by local 
clubs. Also there are two magazines 
which carry information about clubs 
and events — Military Modelling and 
Miniature WargamesM 


Board wargaming 

B oard games take up far less 
space than armies of figures, and 
in many ways are far more flexible. 
A stiff paper or card backed map 
takes the place of the tabletop, and 
counters replace the figures. Most 
boardgamers, though, have more 
than one game — usually a dozen 
and sometimes more! 


As with tabletop gaming, 
boardgames are broken down by 
historical period - but people don't 
tend to specialise as much as with 
figure gaming. Once you've built up, 
say, a French Napoleonic army in 
lead or plastic, you're really 
restricted to that one period and, 
more often than not, to being 
Napoleon. However great a general 
he was, there is a limit to the number 
of times you can stick one hand 
inside your vest and mutter 'not 
tonight Josephine.' 

With boardgames, there is no such 
restriction: you can have games 
from as many different periods as 
you like, and since people tend to 
get less attached to bits of 
cardboard, there are fewer 
arguments about whose turn it is to 
be Wellington, or Lee, or Caesar, or 
Wolfe... 

In most games, a hexagonal grid is 
overlaid on the map. This is used to 
regulate movement and combat. 
Each hexagon — hex, they're usually 
called - will contain map symbols 
indicating what type of terrain is in 
that area. Unit counters — the 
cardboard squares with the pretty 
colours on — will have a movement 
value printed on them. Usually, that 
indicates the number of clear terrain 
hexes they can move through in one 
turn: woods would cost more 
movement points, as would swamps, 
hills or mountains. The exact values 
vary from game to game. Usually, 
once one player has moved all his/ 
her units, the other player moves. 

The unit counters will also have 
combat values marked on them. To 
attack an enemey counter (in most 
games, at least) you would add up 
the value of your counters that are in 
contact with it and express the 
relationship as a ratio, three to one 
for example. Then throw a die, 
modify the die roll to reflect terrain 
considerations, supply, morale and 
so on, and consult the combat results 
table in the rules. Cross referencing 
the combat ratio with the die roll will 
give you the result of the battle — the 
defender may have to retreat, or 
might be destroyed, or the attacker 
may suffer similar penalties. 

Most board wargames publishers 
are based in the US. The best known 


I and signals the start of the middle 
ages (around 1200AD). 
r • The middle ages are followed by 
the renaissance, dominated by the 
development of the idea of the 
nation state and the national army, 
and, in the mid 17th century, by the 
tactical innovations of the Swedish 
soldier king Gustavus Adolphus. 

• From the wargamers' point of 
view, little of real importance 
happens from then until the French 
Revolution leads to the Napoleaonic 
wars. The difference between 
Napoleonic warfare and the eras 
that preceded it are again tactical 
rather than technological. 

# Another gap with little of interest 
to most gamers is followed by the 
American Civil war period (the 
Crimea seems to appeal to very few). 
Here is it the technology that 
changes, while the weapons and 
tactics used were mostly identical to 
those used at Waterloo 50 years 
before, there were added factors - 
railways, telegraphic 
communications, steam powered 
boats and ironclad battleships - 
plus, towards the end of the war, the 
machine gun. 

• It's the machine gun that makes 
the Great War - the First World War - 
of little interest to gamers: things are 
too bogged down. The hobby really 
pick up, though, in the late 1930s 
and goes into over-drive for the 
Second World War, which fascinates 
many table-top gamers mainly 
because of the accelerated pace of 
both technological and tactical 
developments. 

Apart from the above, there are 
also gamers who concentrate on 


^D&D with medieval overtones 


^Typical role-playing board gome gear 
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◄ publishers are probably the Avalon 
Hill Games Company and Strategic 
Publications Inc (SPI for short), now 
/ V owned by TSR, the company which 
published the first role-playing 
game. Dungeons & Dragons, Other 
companies include Victory Games, 
West End Games, World Wide 
Wargamers, Task Force Games and 
Metagaming. 

If you want to try board 
wargaming, the advice is much the 
same as with the tabletop variety. 
Many clubs which play tabletop 
games will also have members who 
play board games. Or go to one of 
the specialist games shops around 
the country — the largest chains are 
the Games Workshop shops and the 
Virgin Games Centres. At a high 
street store you can get advice from 
expert staff who should be able to 
help you choose a game that won't 
be too difficult, and that you'll find 
interesting. Once you've played a 
couple of different games, you'll 
soon work out what games you 
want! 

Role Playing Games 

T here are now a huge number of 
different role playing systems 
around, but almost all share certain 
common traits. 

To begin with, the players all have 
to create characters for themselves. 
In Dungeons & Dragons (D&D), 
those characters are natives of 
another Earth, where magic works 
and the gods really do play a part in 
the world. Players can choose from 
four major 'character classes' - 
careers, almost — which reflect the 
medieval and fantasy elements: 
they can be fighters, magic users, 
clerics or thieves. Having created 
their characters, the players then 
form a party to explore the world 
those characters live in, slay evil 
monsters and collect treasure. 

Characters are usually created by 
rolling dice and assigning the values 
to various 'characteristics' — in D&D, 
the six main characters are Strength, 
Intelligence, Wisdom, Dexterity, 



Fantasy RPGs include D&D (which 
takes various different forms 
including Basic, Expert and 
Advanced), Runequest, The Fantasy 
Trip and Warhammer, Warhammer, 
which developed out of a set of 
fantasy wargame rules, is the only 
major system to have been designed 
in this country. All of them have 
certain common characteristics, like 
the use of 'primitive' weapons, 
magic, and the existence of various 

4Even Batman is an RPG 
▼Fantasy table top scene 




Constitution and Charisma. Strong 
characters will be fighters, bright 
ones magic users, wise once clerics 
and dextrous ones thieves. The 
other two values are used to show 
how healthy a character is, and how 
well liked he or she may be. Other 
details are usually up to the 
character to decide - race, sex, hair 
colour and so on. The world in an 
RPG is created and populated by a 
referee. This referee is known by 
different names according to what 
game is being played - in D&D it's 
Dungeon Master, in others it might 
be Games Master, Controller, Star 
Master or even Computer. The 
referee, using a sort of story outline 
which s/he has prepared in advance, 
will tell the characters what they see. 
The players then have to say what 
their characters are doing - very like 
in an adventure game, only the 
referee will have a far wider range 
of responses than any computer 
program would have. 

Typically, the referee might say 
something like 'You see a 10 foot 
wide corridor leading away from 
you. To the North wall there is a 
door...' What the characters then do 
is up to the players who control them 
- remembering always that they 
should act 'in character'. So someone 
who is supposed to be stupid 
shouldn't rely on brains, and 
someone who is supposed to be 
brave shouldn't run away from a 
fight. 


non-human intelligent races. 

Other popular systems include 
Traveller and Space Opera (Science 
Fiction), Call of Cthulhu (horror), 
Bushido (Ancient Japan with magic). 
Aftermath, Gamma World and 
Twilight 2000 (post nuclear 
holocaust). 

There are also a number of RPGs 
based on famous literary and film 
characters (they don't just licence 
computer games), including Star 
Trek, Judge Dredd, Dr Who, Indiana 
Jones, Marvel Superheroes, 
Ghostbusters and James Bond. No 
doubt we will soon see Miami Vice 
and Equaliser RPGs. 

For advice on RPGs, you can go to 
the same places as for board 
wargames — or you can buy various 
magazines, including White Dwarf 
(the Games Workshop house 
magazine) or The Dragon (published 
by TSR). There are also conventions 
run up and down the country: the big 
event of the year is Games Day, held 
in London every autumn. There are 
also a number of Dragonmeets 
organised in London and other 
major cities. Both Games Day and 
Dragonmeet are run by Games 
Workshops. TSR (UK) also has its 
own convention. Games Fair, which 
happens in Reading around 
Eastertime every year, where the 
official UK Advanced Dungeons and 
Dragon Championships are held. But 
it's a ticket only affair, limited to 
around 400 peoples 
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strategic Warfare for 

SPECTRUM 48K 

# WAR IN THE EAST ^ 
£9.95 

FALL of the THIRD REICH 

£9.95 

ARDENNES - Battle of the Bulge 
£9.95 

BRITAIN INVADED 
£9.95 

These military strategy and tactics 
games for 1 player 

SHARP’S INC T. K. COMPUTERWARE 

Rt 10, Box 459 Stone Street 

Mechanicsville, VA23111 USA North Stanford 
Telephone (804) 746-1664 Ashford, Kent TN25 6DF 
Telex (via WUI) 6502339544 Telephone 0303-812801 

Telex 966676 PMFABG 
Payment by cheque, PO, Eurocheque, or by 





fiOT MLlL 

.,.SKILL..,TACTICS...DECISIONS..,STRATEGY...SfaLL...TACTICS... 

E & J Software offer 3 CLASSIC Football Manage¬ 
ment Strategy Games for all soccer enthusiasts. 

Each of these QUALITY GAMES uses the full 
available memory of your computer and is 
PACKED with GENUINE FEATURES to make 
each game the most REALISTIC of its kind! 

PREMIER II : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handle 
all of this? - Play All Teams Home & Away, Full Squad Details All Teams, Transfer Market 
that allows you to buy any player In league/sell your players to any other team, Pre-Match 
Report, Full Team and Substitute Selection, Choose Your Own Team Style, All Other Teams 
have their own Style, Match Injuries, Match Substitutions, Half Time/Full Time Scores All 
Matches, Named & Recorded Goal Scorers, Full League Table, Fixture List, Tearh Morale (all 
teams). Transfer Demands, Opposition Select Their Strongest Team, Injury Time, Financial 
Problems, Match Attendances, Bank Loans, 7 Skill Levels, Managers Salary, Change 
Player/Team Names, Continuing Seasons, Job Offers or Dismissal based on your perform¬ 
ance, Printer Option, Save Game and MORE! 

EUROPEAN II : A SUPERB EUROPEAN STYLE COMPETITION - Enjoy the atmos¬ 
phere of European Cup Ties! - Home & Away Legs, Full Squad Listing, Full Penalty Shoot¬ 
out (with SUDDEN DEATH), 2 Substitutes Allowed, Pre-Match Team News, Full Team And 
Substitute Selection, Away Goals Count Double, Extra Time, Half Time & Full Time Scores All 
Ties, 7 Skill Levels, Disciplinary Table (showing any MATCH BANS), Full Results List, Full 
Random Draw - All Rounds, Printer Option, Change Player/Team Names, Save Game, 
EUROPEAN II includes a comprehensive Text Matcn Simulation with these GREAT FEA¬ 
TURES - Match Timer, Named & Recorded Goal Scorers, Corners, Free Kicks, Goal Times, 
Injuries, Bookings, Disallowed Goals, Injury Time, Penalties, Sending Off and MORE! 

★ SPECIAL FEATURE - transfer your PREMIER II winning Side into EUROPEAN II ★ 
Both these GREAT games can be played separately or as companion games (SPECIAL 
TWIN PACK AVAILABLE) 

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION 
- Takes you from the first warm up friendlies through the qualifying stages and on to THE 
FINALS! - Select Team From Squad of 25 Pliers, Select Friendly Matches, Full Home & 
Away Fixtures in Qualifying Round, Pre-Match Team News, 2 Substitutes Allowed, Discipli¬ 
nary Table, Select Tour Opponents, Full League Table, Players gain experience/caps as 
competition progresses. Extra Time, Penalty ^oot-Out, Quarter Final Group, Full Random 
Draw, Change Player/Team names, 7 Skill Levels, Printer Option, Save Game, Full Results 
List, Post Match Injuiy Report, WORLD CHAMPIONS Includes a comprehensive text match 
simulation - Goal Times, Bookings, Injuries, Named/Recorded Goal Scorers, Injury Time, 
Match Clock, Sending Off, Penalties, Corners, Free Kicks, and MORE! 



All games available for ANY 48K SPECTRUM 

Games supplied on tape with fuil instructions @ 
£6.95 Each Inc. P&P (add £1.00 outside U.K.) 

Great value - Any 2 Games Deduct £2.00 
FANTASTIC VALUE - All 3 Games Deduct £3.00 

These games are available by MAIL ORDER ONLY 
via our First Ciass Service. All are avaiiable for 
IMMEDIATE DESPATCH by 1st Ciass Post 
and are securely packed. 



From: E & J SOFTWARE, Room 1 ,37 Westmoor Road, ENFIELD, 
Middlesex EN37LE 


SmUMR TIKES T 


£1.95 EACH 


SPACE RAIDER (CART.), 
ASHKERON, SPELLBOUND, 
EXTRICATOR, TRADING 
GAME, JASPER, CODENAME 
MATT, FANTASIA DIAMOND, 
MUGSY, HELLFIRE, KOMPLEX. 


£2.95 EACH 


TEACH BASIC ON ZX, THE 
COVENANT, STAR BIKE, WHO 
DARES WINS II, PSYTRAXX, 
JET SET WILLY, BC'S OUEST 
FOR TYRES, BEACHEAD, 
MANIC MINER, MATCH 
FISHING, HACKER, SIR 
LANCELOT, POTTY PIDGEON, 
GHOSTBUSTERS, POLE 
POSITION, GYROSCOPE, 
FIGHTING WARRIOR, ROBOT 
MESSIAH, TOY BIZZARE, 
TALOS, ALIEN 8, 

KNIGHTLORE, NIGHTSHADE, 
KONG STRIKES BACK, SHOW 
JUMPING, MONTY ON THE 
RUN, BOUNTY BOB STRIKES 
BACK, EDDIE KIDDS, THE 
TRAIN GAME, ZORRO, MONTY 
MOLE, BIZZICOM, 
SPIDERMAN/HULK. 


£3.95 EACH 


RIVER RAID, 

ADVENTURELAND/ SECRET 


MISSION, PITFALL II, ENDURO, 
ROBIN OF SHERLOCK, 
TWISTER, CYBERUN, ZOIDS, 
SUPERSLEUTH, WHAMS 
MUSIC BOX, BOUNDER, 
STARSTRIKE II, SUPER CHESS, 
MOON CRESTA, RESCUE ON 
FRACTALUS, REALM OF 
IMPOSSIBILITY, PANADROME, 
THINK, VALKYRIE 17, DEATH 
STAR INT., HAMPSTEAD, 
GUNFRIGHT, SKYFOX, FRANK 
BRUNOS BOXING, NOMAD, 
WESTBANK, SAM STAOT 
SAFEBREAKER, I OF THE 
MASK, MINDSHADOW, 

ROCCO, REVOLUTION, 
METABOLIS,, WILLIAM 
WOBBLER, RIDDLERS DEN, 
WINTER SPORTS, BALLBLAZER, 
QUATZATRON, NIGHTGUNNER, 
FALKLANDS '82. 


£4.95 EACH 


COLLOSAL ADVENTURE, 
ADVENTURE OUEST, JET SET 
WILLY II, ABERSOFT FORTH, 
VECTRON 3D, AMAZON 
WOMEN, HURG, THE 
ILLUSTRATOR, OFF THE 
HOOK, NEVER ENDING 
STORY, ARCADE HALL FAME, 
THE HOBBIT, GERRY THE 
GERM, RASPUTIN, COSTA 
CAPERS, RUNESTONE, TAU 
CETI. 


£5.95 EACH 


PACMAN (ATARISOFT), THE 
KET TRILOGY. 


£9.95 EACH 


'O' LEVEL PACK INC. MATHS, 
CHEMISTRY, PHYSICS, 
BIOLOGY. 


GAMES PACKS 


PADDINGTON PACK 3 TITLES 
_£7.95 

PACK INC. 

C/NAME MATT II, VIEW TO 
KILL, FRIDAY 13th, TEST 
MATCH, BEAKY & EGG 
SNATCHERS, THE PYRAMID 

£5.95 


UTILITIES & 
PERIPHERALS 


OUlCKSHOT II WITH M/S 
_£10.95 

CURRAH MICRO 5 SLOTS 
_£2.95 

COMPUTER TO T.V. LEADS 
_£1.50 

MICRODRIVE CARTRIDGES 
_£1.99 

ALPHACOM/TIME 32 
PRINTERS £31.95 


SPECDRUM ADDITIONAL 
DRUM KITS: 

LATIN £3.99 

AFRO £4.99 

ELECTRO_£4.99 

SPECTRUM 48K & 128 
POWER PACKS 

_£9.95 + £1.00 P&P 

3 INCH DISK ONLY 
_£3.50 EACH 

AM/FM TRIVIA MUSIC 
CHALLENGE 

_£9.95 -h £1.00 P&P 

ALPHACOM 5 ROLLS 
_£9.95 + £1.00 P&P 

SPECDRUMS 

_£25.00 + £1.00 P&P 

SINCLAIR FLAT SCREEN T.V. 
Now £49.95 HALF PRICE 

P&P 1 - 3 titles 75p 
3 or more £1.00 
Overseas £1.20 per tape 

MAKE CHEOUES PAYABLE TO 


LOGIC MAIL ORDER LTD 


Department 2 
17 Leofric Square 
Eastern Industry 
Peterborough 
Cambs. 

Tel: 0733 313870 




































































































Sllll coMPErmoH 




NEEEOWWW 


ooooom! Virgin’s conversion ofScalextric 
on the Spectrum may be pretty whizzy, 
but there is much to be said for the real 
thing. Ah, the smell of the over-heating engines, 
the warmth of those hand controllers and the 
crack of the plastic track as you kneel on the 
chicane attempting to fit the last curve into the 
layout. All this, coxfld be yours in our simple to 
enter competition. 

The Prizes: 

* The lucky first prize winner will receive a 
brand spanking new Scalextrlc set with all the 
stuff you could possibly want; cars, controllers 
and lots of track. He/she will also take away a 
copy of Virgin’s flam-borllllant Scalextrlc on 
the Spectrum. 

* Twenty runners up will get to drive around 
the computerised version. 

The question: 

Which well known Grand Prix winning racing 
driver died in an air-craft accident? 





The details: 

Send your coupon, answer and spare change to; 
Sinclair User “What a way to go” Competition, 
Priory Court, 30-32 Farrlngdon Lane, London 
ECIR 3AU. Closing date March 80. 


m Coupon 

Name . 

■ Address 

I . 

I Answer. 


I 
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ND CROSSES * 
4 

FORD1986 * 


REM * 


REM * NOUGHTS A 


REM * MARK PICK 


REM * 


6 REM ******-»^**** 

************* 

1(3 RANDOMIZE 
15 POKE 23609,35 
20 DIM B(3); DIM C<3) 

30 FOR F=1 TO 3: READ B(F): NE 
XT F 

40 FOR F=1 TO 3: READ C(F): NE 
XT F 

60 DATA 54,98,142 
90 DATA 35,77,122 
95 GO SUB 6000 
97 CLS 

100 GO SUB 8000: REM GRID 
990 DIM A(3,3): DIM L(8) 

1000 INPUT "CO-ORDINATES";X,Y 
1010 IF X<1 OR X>3 OR XOINT (X) 
OR Y<1 OR Y>3 OR YOINT (Y) THE 
N PRINT AT 21,3;"OUT OF RANGE T 
RY AGAIN": GO TO 1000 
1015 IF A(X,Y);>0 THEN PRINT AT 
21,3;"POSITION FILLED": GO TO 10 
00 

1017 PRINT AT 21,3;" 

1020 LET X^="X": LET SC=1 
1030 IF XJ:="X" THEN PLOT B<X),C 
<Y): DRAW INK 2;35,35: PLOT B(X 
)+35,C(Y): DRAW INK2;-35,35; G 


Noughts and 
Crosses 

by Mark Pickford 


Noughts and crosses is an extremely 
simple example of basic artificial intel¬ 
ligence. Type it in and try to beat the 
computer at Its own game. Pull m- 
structions are ^closed In the prog- 


R2=l: LET R3=-l: GO TO 1143 
1140 LET Rl = l; LET R2-S: LET R.3= 
1 

1143 FOR Z=R1 TO R2 STEP R3 
1150 IF L(Z)=Q THEN GO TO 1170 

1160 NEXT Z 

1161 NEXT W 

1162 PRINT AT 19,i;"STALEMATE"; 
GO TO 9110 

1170 IF Z>3 THEN GG TO 1200 

1180 IF RND>.5 THEN FOR W=1 TO 

3: GO TO 1190 

1185 FOR w=.3 TO 1 STEP -1 

1190 IF A(Z,W)=0 THEN LET X=Z: 

LET Y=W: GO TO 1030 

1195 NEXT W 

1200 IF Z>6 THEN GO TO 1240 

1210 FOR W=1 TO 3 

1220 IF A(W,Z-3)=0 THEN LET X=W 

: LET Y=Z-3: GO TO 1030 

1230 NEXT W 


OMPUTER VERSION OF NOUGHTS AN 
D CROSSES.": 

6050 PRINT AT 9,2;"YOU ARE CROSS 
ES.";AT 10,2;"YOU HAVE TO GET A 
LINE ";AT 12,4;"DIAGONALLY";AT 1 
3,4;"HORIZONTALLY";AT 14,1;"OR V 
ERTICALLY" 

,6060 PRINT AT 16,2;"THE FIRST PE 
RSCN(YOU OR FRED)";AT 17,2;"TO 
DO THIS WINS"; AT 1S,2;."P.S. FRED 
IB THE COMPUTER" 

,6070 PRINT AT 19,2;"YOU TYPE THE 
CO-ORDINATES OF";AT 20,2;"WHERE 
YOU WANT TO GO" 

6080 PRINT AT 21,2;"PRESS ANY KE 
Y TO START": PAUSE 0: RETURN 
8000 REM GRID 

8010 PLOT 50,30: DRAW 0,132: DRA 
W 132,0: DRAW 0,-132: DRAW -132, 
0 

8015 BEEP .5,1 

8020 DRAW 0,44: DRAW 132,0: DRAW 
0,44: DRAW -132,0: 

8025 BEEP .5,3 

8030 DRAW 0,44; DRAW 44,0; DRAW 
0,-132 

8035 BEEF’ .5,5 

8040 DRAW 44,0: DRAW 0,132 

8045 BEEF .5,6 

8050 PRINT AT 20,8;"1";AT 20,14; 
"2";AT 20,20;"3" 

8060 PRINT AT 4,4;"3";AT 9,4;"2" 
;AT 14,4;"i" 

9000 RETURN 
9010 FOR G=1 TO 2 
9015 PAUSE 40 

9020 BEEP .2,1: BEEP .2,3: BEEP 



0 TO 1040 

1035 CIRCLE INK 0;B(X)+17,C(Y)+ 
17,17 

1040 LET A(X,Y)=SC 

1050 LET L(X)=L(X)+SC 

1060 LET L < Y+3)=L(Y+3)+SC 

1070 IF X=Y THEN LET L,(7)=L(7) + 

SC 

1080 IF X+Y=4 THEN LET L(8)=L(8 
)+SC 

1035 IF F<ND>.5 THEN LET R1=B: L 
ET R2=l: LET R3=-l: GO TO 1090 
1086 LET Rl=l: LET R2=8: LET R3= 
i 

1090 FOR Z=R1 TO R2 STEP R3 

1100 IF SC=1 AND L<Z)=3 THEN GO 
TO 9010 

1101 IF SC=10 AND L(Z)=30 THEN 
GO TO 5000 

1110 NEXT Z 

1115 IF SC=10 THEN 30 TO 1000 
1120 REM COMPUTERS GO 
1125 RESTORE 1137 
1130 LET SC=10; LET Xt="C" 

1135 W=1 TO 4 

1136 READ 0 

1137 DATA 20,2,10,1 

1138 LET R=RND 

1139 IF R>.5 THEN LET R1=B: LET 


1240 IF Z=e THEN GO TO 1280 

1250 FOR W=1 TO 3 

1260 IF A<W,W)=0 THEN LET X=W: 

LET V=W; GO TO 1030 

1270 NEXT W 

1280 FOR W=i TO 3 

1285 IF A(W,4-W)=0 THEN LET X=W 

: LET Y=4-W: GG TO 1030 

1290 NEXT W 

4999 STOP 

5000 REM COMP WIN 

5010 PRINT AT 2,2;"HA HA THE COM 

PUTER WON": GO TO 9110 

6000 REM INSTRUCTIONS 

6010 INK 1; PAPER 6: BORDER 6: C 

LS : PRINT AT 2,2;"NOUGHTS AND C 

ROSSES ";AT 3,2; "• 

";AT 5,2: 

MARK FTCK“ORD 1986" 

6020 PRINT AT 7,2;"DO YOU RE3UIR 
E INSTRUCTIONS "; AT 8-.2;"CV OR N 
)": PAUSE 0: IF INKEYT="N" DR IN 
KEY:$:="n" THEN RETURN 
6030 PRINT AT 7,2;" . 


6040 PRINT AT 7,2;"THIS IS THE C 


.2,5: BEEP .3,6: BEEP .3,1 
9025 PAUSE 5 

9030 BEEP .2,6: BEEP .2,5:: BEEP 
.2,6: BEEP .3,8: BEEP .4,3 
9035 PAUSE 5 

9040 BEEP .2,3: BEEP .2,5; BEEP 
.2,6: BEEF .2,10 

9050 BEEP .2,8: BEEP .2,8: BEEP 
.2,6: BEEP .2,6: BEEP .2,5 
9060 BEEP .2,3: BEEP .2,5: 

9065 IF G=1 THEN BEEP .2,1 
9070 NEXT B 
9080 BEEP .2,6 

9093 CLS : PRINT AT 2,2;; 

9100 PRINT AT 8,2; INK 2; 


9110 PRINT AT 20,1;"DO YOU WANT 
ANOTHER GO (Y OR N)"; PAUSE 0: I 
F INKEY:^="Y" OR INKEY^="y" THEN 
RUN 

9120 BEEP 1,1: LIST 
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There's really no mysteiy to whodunit. 
Computer+Video Games dunit. The “crime?" 
Producing the world’s number one computer 
games magazine every month. 
There are enough ciues to show why. 
Investigate C+VG’s Aprii issue. Inspector 
Gadget is on the cover. He’s the famous French 
cartoon detective starring in his first computer 
case, the Circus of Fear. We also launch a 
probe into the best detective games avaiiabie 
pius an exclusive invitation to a Murder 
Party. You’ii just die. 
There’s aiso a 16-page Adventure 
suppiement in which Keith Campbeli 
solves The Boggit. Miss it and you’ii wish 

you were dead. 
We aiso solve the riddle of who has 
won the C+VG Golden Joysticks, the 
computer world’s most coveted prizes. 
Software houses kiii for them. 
There’s also tons of reviews, news, 
previews, competitions and scoops 
which are aimost too hot to handle. 

Beware of red herrings in the 
shape of other computer magazines. 
Don’t be ciueless. Buy C+VG 
every month, lust £1. 


HIDING OUT AT A 
NEWSAGENTS NEAR 
YOU ON MARCH 15th 




















BIJlNiET 
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T here are games with 

simple plots, games with 
indescribably complex 
plots, but with Rocman I'm 
afraid the plot will be mostly 
guesswork, because it arrived 
hot from HIspania, without even 
an inlay card. But Jim tells me it 
concerns a quest for a mislaid 
Grail! 

The synthesised speech is an 
indication of the polish that's 
gone into Rocman. The idea of a 
Roman (though he may be from 
modern day Barcelona, on his 


FACTS BOX 


Great graoi 
amusing enects redeem 
this from being just 
another arcade adven¬ 
ture 


ROCMAN 
Label: Budgie 

Author: Xavi Martin Puche 
Price: £2.99 
Memory: 48K/128K 
Joystick: cursor, Sinclair, 
Kempston 


Reviewer: 






way to a fancy dress ball, for all 
\ know) who has to trudge 
around, picking up objects and 
avoiding gliding eyeballs In 
caves, isn't going to win too 
many awards for originality. But 
do a thing with enough style 
and you can still save the day. 

The thought that has gone 
into the scrolling scenery has 
really paid off, as you set your 
Rocam roamin' through an 
exotic landscape. Rocman 
himself is a fair size figure, large 
enough to show off an 
enthusiastic grin. The only side 
effect of his size is that timing? 
jump, to avoid the eyeball 
nasties, is tricky, and his pace 
is perhaps a trifle plodding. 


(probably a result of all that 
march\ng round, d\v\d\ng Gau\ 


into three parts). 

The game's construction is a 
little formulaeic, so that if you 
pick up an object, you won't 
have to walk far before you find 
a use for it! So, whenever you 
find a heart, which gives you a 
boost of extra strength, you can 
be sure that there's a sudden 
drop ahead to use it up. 

But this is a budget game and 
there's enough in it to make it 
an amusing diversion, even if 
you can't help wishing that the 
programming and graphic skills 
could be used to a rather more 
original end, next time. 


LEAGUE CHALLENGE 



A tlantis' League Challenge 
is not quite Football 
Manager at not quite £2. 
Four divisions with 16 teams 
in each, one cup competition 
and excrutiatingly slow results 
sequences and league table 
compilations are evidence of 
the low rent nature of this 
game. 

The latest manager signing 
on at the job centre is Orient's 
Brian Docherty. I chose him for 
League Challenge and Big Bri - 
as the East London club's fans 
had dubbed their cigar¬ 
smoking, champagne drinking 
manager - left his club 
languishing in the bottom four 
of the third division. Having 
spent lavishly on players and 


despite pulling Orient out of the 
fourth division he put the club 
into the red. 

Your managerial chores 
include, deciding on the team's 
training, buying and selling 
players, picking the team and 
cheering n' hollering: "Save it" 
or "Score! I paid £90,000 for 
you. Rush you dodo," as the 
computer plays out the brief 
highlights of your games. 

Not too much to do and a 
season can really drag by, 
waiting for another game's 
results. The aim is to pack the 
team with skilful players and 
then whip them into shape by 
training and judicious resting, 
before matching defence, 
midfield and attack points 


FACTS BOX 


There are better football 
manager games but it's 
probably tough to find 
one tougher. Only for 
the extremely patient 


LEAGUE CHALLENGE 
Label: Atlantis 
Author: Nigel Edwards 
Price: £1.99 
Memory: 48K/128K 
Joystick: none 




LEftSgE TBBLE OIU 4 


1 
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11 

13 

11 
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against your rivals. 

The computer weighs the 
odds heavily against you - even 
changing the rules(!) and some 
very bizarre tactics are needed 
to succeed. 

HINTS AND TIPS 

• Star players often go to 
pieces at the end of a season so 
sell them before game 15. 

• For the same reason make 
your big signings early in a 
season. 

• If you're going to get 
whopped anyway, rest all the 
tired looking players. I often 
played with seven or eight men 
and still only lost by the odd 
goal 

"What about your allegation 
of cheating Brian?" 

"I can't comment as I am 
putting all the facts before the 
FA Committee but Bury fielded 
more than 11 players in their 
away game against Orient." 

"And the sacking. . .?" 

"The players are, of course, 
over the moon." 

“Was there no warning?" 

"Well Elton, I knew I was in 
trouble after the chairman's 
vote of confidence in me"H 
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EOROaS 

HELPLINE 



A S the winter blizzards 
set in up here at the 
Ogre, about the only 
thing I have to look for¬ 
ward to for a few months Is 
the arrival of the express 
post-mules from Chateau 
EMAP. 

Hopefully the next deliv¬ 
ery will include a copy of 
The Pawn - the first adven¬ 
ture that really seems to 
make use of the memory of 
the 128 Spectrum. 

If you're one of the lucky 
ones who owns a fancy 
big-brained machine like 
the PCW you'll already be 
familiar with the huge ple¬ 
asures of games like The 
Hitch-hiker's Guide, Zork 
or even the luscious Leath¬ 
er Goddesses of Phobos -if 
you can drag your drooling 
old dad away from it! At 
last it looks as if Spectrum 
owners will be able to 
savour similar delights, 
provided Sugar Daddy can 
keep the sales figures up 
high enough on the new 
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machine. 

Let's face it, the old 48K 
Spectrum is a worthy 
enough machine but ties 
adventures down to the 
basics in most cases. Even 
when people like Level 9 
are doing the writing. 
Acres of description, vastly 
complex scenarios and 
ultra-smart responses to 
clever-dick inputs are out 
of its range. Not so with 
the 128, especially with 
text-only games, and my 
own prediction for '87 is 
that adventuring will never 
have been better, so long 
as the software barons 
take up the gauntlet. 

Amateur writers too 
should be in their element 
if Gilsoft's Professional 
Adventure Writing System 
lives up to its promises and 
it may soon be very diffi¬ 
cult to tell the difference 
between a game like The 
Pawn and many home¬ 
made efforts, as long as 
their creators use the full 


capabilities of the 128 and 
of their imaginations. 

Anyway, enough of 
prophecy and on to some 
insider advice on 


Fairlight II 


♦ 


♦ 

♦ 


from D G W Griffith of 
Cheltenham. 

"Just a few lines," says 
he "to convey some useful 
information. On Screen 1 
there's a key behind the 
bush to the side of the 
castle door. This will open 
the locked door in the Cave 
Complex which contains a 
piece of food, a barrel and 
what seems to be a wand - 
though I don't yet know 
what use this is. 

"Three screens down 
and four to the right, 
there's an easily over¬ 
looked bottle of wine in the 
bottom corner at the first 
subterranean entrance. 
Don't jump down the trap¬ 
door in the second subter¬ 
ranean entrance - four 
screens down, usually 
guarded by a dog. There is 
a key beneath the stones 
but exit can only be made 
via a secret door by the 
stones. This can be entered 
In a red room guarded by 
an ore within the Cave 
Complex proper and in 
which there's a barrel with 
yet another key. This isn't 
the correct key though - 
the real one is in a stor¬ 
eroom with two shelves. 
There's also food on these 
shelves - search them well 


because a second piece of 
food lies out of sight, use a 
rock to jump on the shelf. 

"The actual entrance to 
the Cave Complex lies im¬ 
mediately to the left of the 
door in the red room with 
its ore. Now go through the 
crack in the cave in the 
next room you encounter. 
If you want to leave Castle 
Avars Point on the ship, 
you'll need the knife. This 
is behind a locked door 
that can be opened with 
the Storeroom key - Red 
Room, Trapdoor, knife on 
edge of trapdoor. Take the 
knife, exit the room, turn 
into the room on the left, 
avoid guard and straight 
on to a courtyard. Go 
through the door on the 
left of the yard in the upper 
part of the screen. Straight 
on again to the next cour¬ 
tyard. Move directly across 
and you should enter a 
moving-platform and po¬ 
tion room. Carry on in the 
direction you entered. As 
you exit this screen go to 
the top of screen left in 
case you fall off the bridge. 

"From here you can go 
to the ship on the northern 
tip of the beach - go up. 
Now use the knife. This is 
where you load up Part 2 in 
the 48K version. Once you 
arrive in Nadir be prepared 
to fight as there's an ore 
guarding the quay. 

Finally, does anyone 
know how to use the wand 
mentioned earlier or the 
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star-shaped objects that fly 
and pulsate when drop¬ 
ped? So far the only use 
I've found is to drop one 
between two stools - this 
enables Isvar to climb split 
level rooms." any answers, 
chaps? Let's have them by 
return. 

Now on to Lisbon where 
Francisco Assis Rosa is 
busy beating his brains out 
with a laser pistol. Squeaks 
Franky: 

"I need help in 


MP 1 lliil 



I'd like to know what to do 
in the sewer at the first 
planet f'/ hope this isn't too 
unsavory G.G.) I keep 
meeting a very unfriendly 
serpent there and can't get 
out of the sewer. By the 
way I can help in Lords of 
Midnight, Hobbit, Grem¬ 
lins and Redhawk. Please 
send 50p to cover post¬ 
age." 

This, as I understand it, 
is a bad case of being 
down the tubes but there is 
a way out of both prob¬ 
lems. The sewers are a 
short way from the docks 
on Tropos. roughly in the 
same area you'll find a 
vandalised visi-phone. 
Although your intergalac- 
tic phonecard won't be 
much use you should ex¬ 
amine the place carefully — 
a sewer cover lies there. 
This can be removed 13,1,8 
and should provide a suit¬ 


Gifts' Ksk hm 
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able exit for later on. 

Serpents are another 
matter. If there's one thing 
they hate it's intense 
flashing lights. You can 
either try and run for it 
when you meet the beast 
or 15,4,11. Both the items 
of equipment you need can 
be found in the cos-mop, 
located N,NE from the 
sewer cover. If you want to 
take up Franky's offer of 
help write to him at Praca 
de Alvalade No.2 10-dto, 
1700 Lisboa, Portugal. 

P Flazeihurst, Warrington 
is suffering from a bad 
case of light deprivation in 


Jewels of 
Darkness 


♦ 


"How do I get more batter¬ 
ies for the lamp in the 
Colossal Adventure sec¬ 
tion. I have found the vend¬ 
ing machine but can't get 
any batteries out of it and 
my lamp keeps going out." 



It is just possible to com¬ 
plete the game without the 
need for new batteries. It's 
difficult but always re¬ 
member to turn the lamp 
off when you're in normal 
light-this saves on battery 
power. If you can't manage 
this you'll have to go to the 
Vending Machine in the 
Different Maze. To find it 
go S from the west end of 
the long passage and then 
climb. To actually get the 
batteries, first be in pos¬ 
session of the coins from 
down the well in the Build¬ 
ing. All you need to do is 
drop them beside the 
vending machine. You'll 
then be given a new set - 
there's no need to go hunt¬ 
ing for a slot. 

Nick Garbutt of Newcas¬ 
tle asks of the same game: 
"How can I cross the troll 
bridge without losing trea¬ 
sure? The troll always ex¬ 
pects something as a toll - 
does this mean I have to 
give up some of my loot. 
Also, is there any way past 
rockfalls?" 

For a free crossing you 
should have the eggs from 
the Giant Room. They're 
special because they can 
return magically to the 
room if you say Fee, Fie, 


Foe, Foo - pressing enter 
between each. Although 
you'll still have to give 
them to the troll the magic 
words will allow you to 
recover them later - so, no 
loss of treasure. For a free 
return trip across the 
bridge try 14,1,5 and 10, 5 
at the troll when you want 
to get back across, rock- 
falls? Don't bother, they're 
all impassable. 

The Helm 

It may be knocking on a bit 

♦ now but it's actually a vey 
fine cheapo adventure. 
Here's the biz: 

♦ Unlock chest. Open chest. 
Look, Take knife. Drop key, S, 
W, W, Takp hook, E, E, E, E, S, 
Cut rope with knife. Drop kni- 

♦ fe. Take rope, N, W, W, W, S, 
Tie rope. Use rope. Look, Take 
key. Drop rope, N, E, Unlock 
door (10%), Open door, S, 

♦ Take showel, N, W, S, S, W, 
Read sign (excavate). Exca¬ 
vate, Look, Drop shovel. Take 
Board, E, N, N, Take bag, E, E, 

♦ E, Take bulb, S, S, W, Take 
torch, E, Drop board, S, U, 
Take reed, D, W, Drop torch, E, 
U, S, S, s. Take salt, N, N, N, D, 

♦ W, Use salt. Drop bag. Take 
torch, N, W, Take mirror, W, E, 
shine torch on mirror (20%), 
Drop torch, E, Take stones, W, 

♦ W, Drop stones, N, N, Take 
spectacles, S, S, S, E, U, U, 
Drop mirror, D, Take board, U, 
Drop board. Take mirror, E, 

♦ Use spectacles. Drop specta¬ 
cles, Take needle, S, W, U, U, 
S, Drop bulb, drop mirror, N.D. 
Take dart, D, E, S, Insert dart, 

♦ Use blowpie. Drop reed. Take 
Griffin, Say KAZAM, Drop Grif¬ 
fin (20%), Look, Take gra- 
maphone. Insert needle, (Lis- 

♦ ten to tune - 1812 overture). 
Drop gramaphone. Take nee¬ 
dle, Take diamond. Say 
KAZAM, N, W, U, U, S, Take 

♦ bulb. Take mirror. Pick lock. 
Open door, S, W, W, Drop 
bulb. Drop needle. Drop di¬ 
amond, Drop mirror, S, Exami- 


THE QUICKIES 


GOLDEN APPLE: 


_|Sorry, a 

rather late reply to Sgt 
Moore at Wildenrath who 
wants to know how the 
computer works - "I know 
the parrot says To Be, but 
how to input". Also how to 
pass the poison cloud and 
how to use the silver paint. 
For the computer 20,12. 
You need to 3 under the 
cloud. The paint is used to 
spray the glass at the safe 
- neutralising the opposi¬ 
tion by making a mirror. 

Recently re¬ 
surrected but still tough 
and surprisingly entertain¬ 
ing even now. David Davis 
can't find the first quest 
object, the key Ofnir. It's 
hidden in the north¬ 
western section of Krank's 
Hall. You can get into the 
hall by going north from 
the most westerly plain in 
Midgard - but Boldir must 
be with you. Once inside 
you can only go NW when 
Krank is absent from the 
hall. 


ESPIONAGE ISLAND 


_The 

recurrent chestnut from 
Zoe Barnett, Horndean, 
Hants. "How do I get into 
the dark corner and what 
do I do with the native 
woman who seems to be 
deaf, blind and dumb?" All 
the answers lie in the dark¬ 
ness - 18,6 and then pull 
the string you find. Now 
you can 7,16 to the woman 
and be on your way. 


THE BOGGIT: 


_ How to 

escape Goldbum and how 
to get the Ring from 
Boggit-man, Kiddermins¬ 
ter. "To answer the riddle 
Say African or European - 
you'll find him SW of a 
location with exists SE,S 
and Sw. To get the ring go 
to a location that says 
'Solid walls are S, SW, NE, 
West from here to find the 
ring. If you go to the Gob¬ 
lin's back door from here 
you go up to get out. You'll 
be up a tree - wait for the 
eagle to save you if you've 
got the egg. 



eoRoa's 

HELPUm 

ne drawing (battle of Hastings 
1066), S, W, Take flour, E, S, E, 
Pull chain. Look, Take penny, 
d. Take sieve. Sift flour. Look, 
Take key. Drop sieve. Drop 
sace, N, N, E, D, S, S, Insert 
penny, W, Take wand, E, N, 
empty barrel. Take barrel, N, 

U, W, W, Drop barrel. Climb 
barrel. Take book. Unlock 
book. Open book (20%), Drop 
book. Drop wand. Take mirror, 

E, E, D, S, S, Say KAZAM, S, 
Use mirror. Type 2878 (1066 + 
1812 = 2878), S, Take Helm, N, 

N, Say KAZAM, N, N, U, W, W, 
Drop mirror. Take diamond. 
Insert diamond, (20%), Take 
bulb, E, S, D, Take octopus, N, 

W, N, U, N, E, N, read sign, 
(10%), Drop Helm (100%). And 
that's it! 

The bizarre 

Bugsy 

seems to have held few 

♦ terrors for Shaun Jowet of 
Hedon: "To finish Part 1, 
go into the bar. Buy the 

♦ mask and remember to 
wear it when you protect 
the newsboys - but don't 

♦ forget to take if off after¬ 
wards. Now buy a gun and 
rob the post office. After 
* the robbery hire Louie and 
^ Muscles, with their help 
you can go to the pawn- 


T 




broker's and protect him 
too. 

"From here go to the 
railway station, but a ticket 
from the clerk and then 
board the train. Enjoy your 
ride, get off and examine 
corpses. Do the same with 
the pocket. Go N on to the 
train again. On arriving 
back at the platform go S 
to the clothes shop and 
buy a police uniform, 
enter the warehouse, then 
the gunsmiths and buy the 
Tommy gun. To complete 
the part all you now need 
to do is rob the bank. 

Unusually I've had a 
number of pleas about 


♦ 

♦ 

♦ 


♦ 

♦ 
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GORDO’S 

HELPLINE 

Dun Darach 

A Gargoyle's Celtic mindben- 
Y der. Michael Bottomley of 
Oldham sums up the drift 

♦ of most of the requests: 
"I've got the scroll off Skar 
and have found the D-key. 
I'm now in the castle but 
m just can't unlock the next 
door. I've tried every com¬ 
bination I can think of. Am I 
A missing something sim- 
^ pie? After a year on the city 
streets I need any help I 

♦ can get." No, it's not exact¬ 
ly simple. To open the first 
locked door you must have 

♦ the D-key, scroll and any 
other object. Go through 
into the next room which 

♦ has three revolving wheels 
- these are a combination 


INFORMATION EXCHANGE 


• Shaun Jowett, he of the 
Bugsy clues, would like a 
penpal of 10 or 11 who'd 
like to swap hints and tips 
on adventures. He can 
offer help with Hobbit, 
Boggit, Circus, Hulk, LOTR, 
Mural and Microman. write 
to 21, Inmans Road, 
Hedon, nr Hull HU12 8NQ. 

# Jonathan Cole, a dweller 
at 13 Laski Court, Dalton 
Close, Broadfield, Crawley 
RH11 9JN will assist with 
Knight Tyme, HOTM, Hob¬ 
bit, Faiflight and Tir Na 
Nog. He'd also like to know 
how to get into the micro¬ 
jet in the fairly ancient 
Atlas Assignment - I did 
this once myself but it was 
so long ago I've forgotten. 
Anyway you only end up in 
some crummy arcade 
sequence which is irritat¬ 
ing as hell and gets In the 
way of the real game. 


# Nick Callaway - "your 
mag is ace" asks me to let 
you know that he'll sell you 
the solution to Seabase 
Delta for the paltry sum of 
20p plus an sae. Cheques, 
well whatever, to 48 Ash 
Drive, North Bradley, 
Trowbridge, Wilts BA14 
OSN. 

• Now, what I need meself 
is a solution to Twin King¬ 
dom Valley. Any chance? 
Honorable and prominent 
mention given to any be¬ 
nefactor. If you are familiar 
with the game please let 
MIchale Brooks, aged 8, of 
Copplestone, Furze Field 
Road, East Grinstead RH19 
2JN know how to get the 
desert king's treasure 
chest. He's mightily stuck 
and desperate. Trouble is I 
don't even have a copy of 
this early masterpiece. 

See you next moon. 



calculator to find the num¬ 
ber, which is a guidance 
system to get through 
rows of doors. Good luck, 
you'll need it! 

GORDO 

GREATBELLY, 

Landlord 

The Dancing Ogre 
Pub 


lock system. The combina¬ 
tion Id DPE but you'll need 
to solve the clue given by 


the scrip on the table to 
reach this answer. Basical¬ 
ly you must drop objects 
on to the tables to stop the 
wheels at the right letters - 
keep Skar's scroll though 
and go through the door 
with It when the wheels 
have stopped. 

There are now further 
mysterious messages and, 
on the face of it, insanely 
difficult clues. To help you 
on the way 2**25 means 2 


GREATBELLY’S 

THINGY 

1; THE 2: SHINE 
3: CRAWL 
4:STROBE 
5: BEAR 
6:CORNER 
7:GIVE 

8:DELTRACT0R 
9: BLOW 
10:THROWING 
11:0N 12:2B 

13:WITH 
14:TAKING 
15:SWITCH 
16: BEADS 
17:TORCH18:FEEL 
19:OPEN 20:TYPE 
21;MISTAKE! 
22:H0RN 
23: CHEST. 
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with a Binder offer you can't refuse 


Nobody’s gonna give your copies of Sinclair User a tough time. Not when you take 
advantage of our Special Limited Binder Offer. Big enough to take 12 issues 
and strong enough to keep thieving hands away and only £4 (INC P & P) 





-Post code. 


Make cheques payable to Sinclair User. Allow 28 days for binder 
delivery. Return to: Carl Dunne, Sinclair User Mag Services, EMAP, 
30-32 Farringdon Lane, London EC1R 3AU. 


Please send me . binders at £4 each. I enclose a 

cheque/postal order for £. 

Please debit my Access/Visa Account 

Amount £_Number. 

Expiry date_Signed. 

Name_ 
























S tar Trek the game, from 
Beyond may still be look¬ 
ing a long way off, but 
Paramount is still on course to 
launch Star Trek IV - The 
Voyage Home in April. Kirk and 
CO are left on Vulcan and 
they’ll be court martialed if 
they go back to Earth. But, 
civilisation is threatened by a 
mysterious cylinder from outer 
space and the crew must go 
back to 1987 to capture some 
great blue whales. There must 
be a porpoise to this some¬ 
where. 

Our spies tell us its the 
strongest plot of the series and 
Paramount has signed for a 
fifth film to be directed by Kirk 
himself, William Shatner. 

Still on the space frontier, 
George A. Romero, of Day of 
the Dead and Creepshow 
fame, is tipped to produce a 
new version of H G Wells’ War 
of the Worlds. The plan is to 
take the story plot of the origi¬ 
nal 1940’s filrn, in which the 
Martians invade Earth, and up 
date it with some stunning Star 
Wars-Xype effects 


QUIRK OF 
THE MONTH 


F or a year or so BT has been 
operating, or allowing others to 
operate a series of telephone ser¬ 
vices so bizarre that details of them 
may not be printed in this magazine. 

One that can involves the high 
pitched frolicsome, not to say fat, 
astrologer Russell Grant has inaugu¬ 
rated (in the London area only at the 
moment) what may be the first com¬ 
puterised, interactive telephone servi¬ 
ce- GRAHAM TAYLOR 


Douglas Adams Hitch¬ 
hiker’s Guide to the Gaiaxy is 
destined tor the big screen - 
renamed The Hitchhiker. It’ll 
be scripted by Adams, pro¬ 
duced by David Putnam, 
and directed by the creators 
of Max Headroom!! Sounds 
weird!! 

Movie buffs can get all the 
gen on these and other films 
as well as books, posters, 
soundtracks and videos from 
Movie Fair ’87. The conven¬ 
tion’ll be on March 14 at New 
Ambassadors Hotel, 12 Up¬ 
per Woburn Place London 
WCl. 


CHEAP TECH! 


r 



T his month I’m looking at 
cheap music tech. 

The Casio CZ-101 synth is 
still a bargain at around £250, 
offering great digital sounds, 
portability and MIDI interfac¬ 
ing. 

Cheaper are MIDI expan¬ 
ders without keyboards. Try 
the Korg EX-800 synth (now 
discontinued but available 
second-hand at around £100) 
or the Preset-sound Roland 
Sound Plus at £149 
And, if you own Cheetah 
Sound Sampler or Ram Music 
Machine, try the Star Sounds 
sampling tapes. Hundreds of 
super brass, string, percus¬ 
sion and vocal sounds on me¬ 
tal cassettes. Contact S 3 m.dro- 
mic Music on 01-444 9126. 

Try a Chord Computer if 
your musical ambition out¬ 
strips your technical experti¬ 
se. For £24.95 this calculator- 
style unit will display the keys 
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you need to press to form any 
popular chord — versions for 
guitars (spit) too, from all 
good music shops. 

And if any musical instru¬ 
ment is beyond your budget, 
try the ultimate in Heavy Me¬ 
tal Posing - the inflatable 
Blow Hard guitar. I kid you 
not! For around £12 you can 
own your own Strat, Les Paul 
or Flying V in a selection of 
psychedelic colours!! Just talk 
to Blue Suede music on 0302- 
841274 for the low-down... ■ 
CHRIS JENKINS 
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B ong! What's all this then? You may well 
ask. And if you did, we'd tell you that it's 
a little light relief from staring at a 
keyboard and a horde of pixels. Herein 
we impart info on the following: Wargames! 
Comics! Board Games! Videos! Coin-Ops! 

Films! TV! Role Playing Games! Cheap tech! and 
other Things That Refused To Be Categorised!! 


FANTASY/RPG 

T here’s a healthy cross¬ 
over between computer 
gaming and role playing 
gaming. So for the benefit 
of those m^QI readers who do 
play — and even more for the 
benefits of those who don’t 
but who should it they have 
half a brain — here’s the 
latest news from the world 
of cardboard counters. 




This month, it’s what’s 
new from Games Workshop 
and from TSR. 

GW recently released 
Warhammer Fantasy Rale 
Play, derived from the fan¬ 
tasy wargaming rules of 
much the same name. 

Also soon to come from 
GW: The Enemy within, the 
first in a series of scena- 
rious for Warhammer FRP: 
Bloodbowl, fantasy football 
— who needs The Refriger¬ 
ator when you can have a 


frost giant? 

TSR (L’K), the British arm 
of the company which 
brought you Ilungeons & 
Dragansi, is set to bring 
you. . . more Dungeons & 
Dragons! 

The big upcoming event is 
likely to be The Manual of 
the Planes. 

Also planned for soon is 
Red Sonya Vneonquered, an 
AD&D scenario set in Hybor- 
ea, the world Conan comes 
fromH GARY ROOK 


Video of the Month 




Video of the Month; 

At Close Range (Sean Penn, Christopher 
V/olken. RCA Columbia) 

Largely ignored by the public when it 
appeared in the cinema last year, At Close '' 
Range was described by reviewers as the 
most powerful thriller of recent years. It's a 
shame people don't pay more attention to ; 
the press. Penn (Falcon and the Snowman, 
TAP.S.j plays the son of returning Brad 
Whitewood Snr, (Chris Walken) leader of a 


robbery gang. Separated Irom his father for | 
most of his life, Brad Jnr is in awe of the I 
apparently easy life of crime. After being j 
taken into the gang. Brad becomes rapidly 1 
disillusioned as he learns of his father's f 
' psychotic leanings. He tries to rebel, but is j 
drawn into a whirlpool of family loyalty and | 
criminal reprisals. 

Foley's direction is bold and clean, Wal-j 
ken's performance is just manic enough and j 
Penn's Brad Jnr is completely believable! 
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f TOP 10 COIN-OPS/MARCH 

Out Run 

Sega 


Shackled 

Data East 


Gryzor 

Konami 


Side Arms 

Capcom 


Soldier of Light 

Taito 


Bubble Bobble 

Taito 


Nemesis 

Konami 


Valtric 

Taito 


Championship Sprint 

Atari 


Victory Road 

SNK 



vviiii Ultj Iitfip or one arcade rn London s West End, and is nr 
necessarily the case country wide. Thanks to John Stergides at Electrocoin 

T he stars of this year's ATEI 
show — the UK an interna¬ 
tional coin-op exhibition 
were undoubtedly H^C Le Mans 
ond Out Run — two fantastic 
racing simulations which I looked 
at last month. 



Of the hundreds of new games 
on show one which took my fancy 
was Bally Sente's Night Stocker. 
It's a clever mixture of driving sim 
and shoot 'em up and actually has 
a steering wheel and laser gun on 
the cabinet. 

The idea is to whiz through a 
series of landscapes taking pot 
shots at a host of moving nasties — 
these mostly come in the flying 
variety. Huge mutant mosquitoes 
are the first hazard you'll meet. 

But that's only half the fun. 
You've got to concentrate on driv¬ 
ing through rugged territory 
avoiding outcrops of rocks and 
other obstacles. 

Night Stocker's fast, full action, 
and above all it's unique with it's 
dual play theme. Definitely worth 
a shotlH 

CLARE EDGELEY 






COMICS 
'N' MAGS 


M/haf do you think of when 
V V you hear the name Bat¬ 
man? Chances are it's na-na- 
na-na-na-na-na-na-Batman, the 
comic TV series of the late six¬ 
ties. All weird supervillains like 
Catwoman, The Penquin, Jok¬ 
er, and that dreadful Robin. 

Batman; The Dark Knight Re¬ 
turns (DC Comics/Titan Books) 
is nothing like that. It's 20 years 
from now. Batman has been in 
retirement for that long. Robin 
has married and moved to 
California, Commissioner Gor¬ 
don is seventy. 

Superman has become a CIA 
hit-man, a sad echo of truth, 
justice and the American Way. 

And Gotham City after dark 
belongs to the Mutants, a 
mega-streetgang. Members 
have a quota of crimes to fill 
with senseless acts like putting 
grenades in house-wives' 
handbags. 

Finally, something snaps in¬ 
side Bruce Wayne, and he 
dons the bat costume again, 
returning to the crusade 
against evil that began when 
his parents were gunned down 
by a mugger 4(y years be¬ 
fore. . . 

Where the TV Batman was 
one-dimensional, the new 
comic version is deep - very 
deepK 


AIR WAVES 


G l reat news for fans 
of Ghostbusters and 
Teenwolf. They're 
the subjects of two 
spanking new cartoon TV 
series. Also in production, a 
new series of Masters of the 
Universe and, yawn upon 
yawn. Transformers. 

Also on the TV scene, Jason 
the mass murderer is to get his 
own series!! Californian 
rumours have it that Para¬ 
mount is having trouble sell¬ 
ing the with Friday the 13th 
The TV series to us Brits, but 
it's likely that we'll see that 
famous hockey mask on our 
screens early next year. 

The new (and final??) series 
of Dr Who enters production in 
April. But the new Doctor has 
yet to be founds 

JOHN GILBERT 
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T he paperback book of the 
month has to be Peter 
Straub's Full Circle. The story¬ 
line is simple enough, a 
mother thinks her young 
daughter's come back from 
the grave, but Straub's com¬ 
mand of the horror art makes 
for chilling reading. 

On the hardback scene get 
Equal Rites, by Colour of 
Magic author Terry Pratchett. 
It's about a woman wizard - 
ergo the title - and her battle 
to get on to equal terms with 
male wizards, such as Two- 
flower. It's published by Gol- 
lanczH 

JOHN GILBERT 






















































Vulcan, by the author of and Desert Rats, simulates the 

Tunisian Campaign in 1942-4$ from the arrival of the ‘Torch’ Task 
Force and their race for Tunis, to the final battle of ‘Operation Vulcan’. 
Game Features: Hidden movement on a mountainous terrain, 
scrolling map, 5 scenarios, air attack phase, strong computer 
opponent and 5 armies. 


SPECTRUM 48K & 128K - £9.95 

Available Mail Order by return from 
Cases Computer Simulations Ltd. 
14 Langton Way, London SE3 5TL 
Tel: 01-858 0763 & W. H. Smith 




HiSoft BASIC Compiler 




Quite simply the fastest, most compact, most complete, 
most easy-to-use ZX BASIC compiler available for the 
Spectrum, Spectrum -i-. Spectrum 128 & Spectrum Plus 2 

HiSoft BASIC for the Spectrum is a brand new floating point compiler packed full of professional features, 
yet so easy to use with simple one character commands. The compiler is only IIK long & compiles up to 30K 
of BASIC without tape or microdrive. This is the compiler that everybody else has been trying to produce. 


‘If you ever write anything in Basic or machine code this 
programme is a must - it works like magic. Buy it’ Sinclair User 


HiSoft Pascal & C 


HiSoft Pascal is an almost 
complete inplementation of Pascal; 
it runs super fast and comes with 
Turtle Graphics. The only Pascal on 
the Spectrum and the best £25 
HiSoft C is an integer Kemighan & 
Ritchie compiler with graphics & 
sound support. New version 1.3 
contains lots more features £25 


HiSoft Devpac 


HiSoft Devpac is the original and 
definitive assembler/debugger for 
the Spectrum. Macros, conditional 
assembly, large assemblies, single 
step, breakpoints, small in size for 
maximum flexibility, simply the 
standard development pack £ 14 



n 


Other products include Ultrakil & Colt, a 
super fast integer compiler with sprites. 
Please write or phone for full details of all our 
products. Order by phone using Access or 
Visa or by post with a cheque / postal order. 


QL Products 


DevpacQL is a fast, integrated 
assembler/editor and debugger 

package. New, low price £29.95 
MonQL, debugger/disassembler 
out of DevpacQL is available on 
ILidrive & ROM at £14.95/£29.95 
SuperBEE contains more than 70 
SuperBASIC extensions on ROM. 
Now reduced to only £19.95 
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%lllS0rt The Old School, Greenfield^BedfoiU^lK45^E (0525)718181 J) 
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COMPETITION 


I am sorry about this being on a black and 
white page I'm not colour blind. Blame the 
id. 


Address 


Hame, 


D on't be a lemon, cheek out these juicy 
prizes. They're all part of our crazy 
eompo to find the intergalactic fertiliser 
king! 

First Prize. A sackful of tasty goodies 
worth over £100. Just imagine a range 
of odd-ball orange items including an 
orange Sony Walkman with a collection 
of orange-related IP's ... an orange 
T-shirt, joystick, strides, and a whole 
lot more. We'ee included a cuddly toy. 
Oh, and a copy of A'M'F's Agent Orange. 

Second Prize. Twenty copies of the 
wondrous Agent Orange, the scrolling 
blast-about-and-haruest-them-crops-job, 
reviewed in this issue. 

Third Prize. Consolation for thirty 
runners up who each receive an orange - no, 
not the fruit. The chocky. 


WHAT TO DO 

Just sort out the fruit from the non-fruit 


in the list below. 


Paw-Paw 

□ 

Orange 

□ 

Grape 

□ 

Rhubarb 

□ 

Tomato 

□ 

Baked Beans 

□ 

Olive 

□ 


Tick the boxes opposite the non-fruits — 
and be careful, it's a toughy — and send your 
entry to Orange Bits 'n' Pieces Compo, 
Sinclair User, Priory Court, S0-S2 
Farringdon Lane, London EC1R SAU by 
March SO, 1987. 
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N o, we're not telling you 
how to leap under 
speeding cars or leap off 
high buildings with impunity - 
it's much better than that. 

If you've succumbed to the 
spell of gameplaying you'll 
have notice a small snag in the 
great scheme of things, namely 
death. 

As well as all those aliens 
kicking the cosmic bucket, 
there's usually a little 
something in it for you too. 

And when you're dead, you 
can't partake of the joy of zaps 
no more. 

Wouldn't it be nice if, just if, 
you could wave a magic wand 
and acquire immunity to Them, 
while They were just as 
vunerable as before to you. 

Such magic would be, well, 
useful. 

And it just happens to exist. 
This magic is called Poking, and 
it consists of customising a 
game to your precise 
specification lifewise. 

Pokes (see QQj, Feb) are 
changes that you make to a 
game to stop it removing a 
valuable life just because you 
happened to blunder Into some 
rock. They can also give you 
infinite shields, energy or time - 
whatever the essential 
commodity Is that keeps you 
going In a particular game. 

Just as every game is 
different the pokes for every 
game are different too. 

However, most games do 
things? in much the same way 
when It comes to scoring and 
keeping tags on your lifeforce. 
Programmers are human too, 
and when they've spent six 
months getting the graphics 
and animation just right they're 
not going to worry about 
getting clever with the boring 
old bits. Especially when the 
game is two months overdue 
(and It nearly always is). 

Even better, the truly 
organised gamesmith tends to 
have a collection of standard 
life and death code which he/ 
she can plumb into everything 
he writes. So the avid poker 
(pokester?) can soon learn what 
to look for, and where to look 
for it. And, as soon as a little 
experience is tucked under the 
asteroid belt, recognise 
individual styles and tricks of 
the software authors. That's in 
the future, though. The magic 
word is experience. 

But everyone starts 
somewhere. Like here, for 
example. 

Stage 1 

Before you can go delving 
into the Innards of some 
carefully crafted code, you've 
got to get It on to the operating 
table. To turn the medical 
analogy into a bit of veterinary 
dentistry, if you want to pull the 
teeth of a charging lion, you've 
got to stop it charging first... 
And the Spectrum equivalent of 
an anaesthetic dart in the flank 
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Stage 2 

Press enter and up comes the 
short Basic program which 
loads in the main bank of the 
machinest code for the game. 

What you see when you press 
Enter to start editing is pretty 
varied, but there are a couple of 
tried and tested themes you're 
likely to come across in some 
form. 

The first and simplest, and 
the one we're going to look at in 
detail. Is the simple 'two Load 
Codes and a Randomize Use' 
ploy. 

This means that the small 
Basic program you've got in 
front of you (known as the 
loader) loads in the loading 
screen, then loads in the main 
lump of game code, and finally 
leaps willy-nilly into the code to 
start the game running. 

The second method Is more 
tricky. This will have just one 
Load Code, and one Randomize 
User, and will just load in a 
special bit of tape software. This 
bit of machine code will 
probably load the game in 
faster, allow fancy animated 
loading screens and be almost 
Impossible to get past. In fact, it 
is possible to Poke in such an 


is the ever-so wonderful Merge 
command. It's less painful, too. 

All Spectrum games are 
saved on to tape in such a way 
as to automatically run when 
they're loaded. Once a program 
starts to run It can do what it 
likes to the computer, and 
number one on it's list Is 
stopping the user from fiddling. 
So you'll find if you try and 
press Break after a program 
starts, all you get is a black 
screen. No program, no listing, 
no game. This is called a crash, 
and you'll meet a lot of these 
when you start in the Poke 
game. 

The idea, then, is to stop a 
program from getting going. 

The Merge command was 
originally designed to allow 
people to mix a Basic program 
in the computer with a Basic 
program on tape. As a side 
effect It stops the program 
that's on tape from running, 
and that's what we want. If you 
don't have any program in the 
computer when you type 
Merge"", then the result will be 
a program loaded In from tape. 


unfriendly environment, but it 
needs some experience of 
machine code and the ways of 
the world. So for now we'll stick 
to the first type. 

Stage 3 

Now you're ready to Poke 
into the program to give 
yourself infinite lives. This is 
different for nearly every game 
but follows roughly the same 
idea from game to game. Let's 
look at an actual example to see 
what to do. 


Infinite 
lives — a 
real 

example 

F or this little dissertation, the 
golden oldie Manic Miner 
will be under the scalpel. 

Yes, I know that compared 
with Strike Force Harrier anc 
Sta^jlider MM might s^ 


and ready 


mixed wyiji 
to erf^^ 
So^stage 
and then Ic 


ng 




just like Ink and Paper, except 
that they can be in any part of 
the line, and work immediately. 
So an embedded Ink 7 code 
right after a line number will 
turn all of the following Basic 
line white, and if Paper Is white 
too you won't be able to read 
anything. You can still Edit the 
line though, and insert your 
own control codes to switch the 
Ink and Paper back to 
something sensible. 

128K-1-2 and Plus 2 owners 
have things a lot easier, mind. 
Their editor just ignores 
embedded control codes. 

Another nasty little trick is to 
put the entire program on one 
line, and make that Line 0. This 
stops the Spectrum editing it 
altogether, and on the 128K-I-2 
generates some very strange 
effects. But Poke 23765,10 
usually fixes It. Again, 128K-f2 
owners have a better time of it. 
They can just select Renumber 
from their menu, and that'll sort 
everything out. Incidently, don't 
worry about using the 128 Basic 
editor on programs that only 
work properly in 48K. As long as 
you only edft the^1^)gram, and 
typ® S§ec#LW pve it to 
tape) fefofe rlnn^^t. It should 


little ludicrous, but it'll do to 
show off what I'm burbling on 
about. And it's not a bad game 
at all. I got It out of hibernation 
of two years just to do the 
Pokes, and this piece very 
nearly didn't get written... 

Manic Miner is a perfect 
example of the first type of 
loader. If you look at the listing 
on your screen - once you've 
Merged the loader - you'll see 
first of all a Clear command. 
This makes space for the 
machine code to come, and the 
number following it is usually 
close to the point where the 
machine code that's coming in 
a minute starts. Then follow a 
couple of Ink and Paper 
commands, to set up the 
screen, and the Load"" Codes 
we mentioned. Finally, there's 
the Randomize User command. 

Most games have a little bit of 
cleverness In the loader to try 
and stop you editing It. The 
commonest trick is to put some 
embedded colour controls In 
the first line (yer wot?). 
Embedded control codes are 
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So you can see what the 
loader is doing. Amonst other 
little bits (like 'Marblehorn 
Herse thank you for not pirating 
this game') you might see lying 
about, there will probably be 
stuff like Poke 23659,0 might 
see lying about, there will 
probably be stuff like Poke 
23659,0 and similar. These are 
traps for the unwary. As well as 
stopping Break working - the 
above Poke - they can nobble 
the editor and make your life as 
a Poker short and pointless. 
Some games even check that 
the Pokes have been run and 
meanly crash If they haven't. So 
you'd better not remove these 
Pokes for now. Just make sure 
that you don't Run the program 
before you've done the open 
heart surgery on the game 
proper. Which you do like this. 

First, find out how many 
Load"" Codes there are in the 
loader. 

The first one will be the 
screen, so you can wind past 
the next part of the tape with 
the picture Itself on. A few 
games use the loading screen 
as part of the playing area, so 
this method won't work too well 
with them. But they're not 
common. ^ * 

3 1 I 


With Manic Miner, there are 
just the two Loads, so we know 
that all the game is held on one 
block of code. ♦ 

So type Load"" Code as a 
direct command, and allow the 
game to load in. At the end, 
instead of the familiar starting 
screen springing to life, you'll 
get the even more familiar 0 OK, 
0:0 Basic message. 

You now have The Game at 
your mercy. 

Savour this feeling of power - 
the hard work's just around the 
proverbial corner... At this 
point, it's a very good idea to 
save the code on to tape (or 
microdrive/disc). 

This means that you can get it 
back for experimental purposes 
without all that hassle you've 
just been through. 

Now the fun begins. As you 
get more experience, you'll 
probably feel the need to buy 
(or write!) a disassembler. This 
takes the raw code, and turns it 
into a form which is easier for 
an average human to 
understand. But for the 
moment, the Spectrum manual 
(48K or 128K+2) has all the 
information you'll need. 
Unfortunately^tjl^ Spectrum 
Plus an'p^ed^m 128 manuals 


Just what a games' writer 
needs. 

If you look in the part of your 
Spectrum manual devoted to 
the list of the character set, 
you'll notice tables of machine- 
code instructions, which are the 
Z80's commands. This isn't the 
time to go Into the niceties of 
machine code, but you should 
notice popping up from time to 
time things like dec a, dec be 
and dec (hi). This last, code 53, 
is the one which Is probably 
used most often. And, more to 
the point, it's the one used in 
Manic Miner. 

Dec (hi) Is a command to take 
one away from a number held 
in one byte of memory. It's a bit 
like Poke 53540, (Peek 53540)- 
1, and the address of the byte is 
held in an area of the Z80 called 
hi. The brackets in the dec (hi) 
mean that the computer 
shouldn't take one away from hi 
itself, but rather the byte of 
memory that (hi) hold the 
address of. 

Complicated? Don'^worry. 

It's not too import^ 
understand allj^is > 
moment, but th% Poker- 

to-be gets a bit ideas 


behing 

diffk 


lings get 




su 


praOTcal^ 


The 
to 

immortality 


f n 


score 0000g 



are useless for this job, and 
owners of those two machines 
should try and borrow the 
former's book. 

What to look for? Well, it's a 
fair bet that when you lose a 
life, or dispose of a bit of 
energy, the Z80 inside the 
Spectrum makes a note of the 
fact by subtracting a little from 
some number it's holding in the 
Spectrum's memory. It can then 
check this number, and if it's 
got to zero inform you smugly 
that you've lost. Again. 

It's possible to stop it 
realising when something gets 
to zero, but generally it's easier 
to prevent that number 
counting down in the first place. 

There are various ways in 
which the Z80 subtracts 
numbers, but the easiest, 
fastest and most economical in 
terms of memory are a group of 
commands called the 
decrements, or decs. These do a 
number of things, but In 
essence they take one away 
from a number, and tell the Z80 
if this makes the number zero. 


So, how to find our dec (hi). 
We know that it has a code of 
53, so we can write a little Basic 
program to whizz through the 
code and find all occurences of 
the number. Trouble Is, the 
command tends to be useful for 
a lot of things, and the number 
can also mean other things to 
the computer like sprite data. 

So it can crop up quite a few 
times in 32K of code. However, 
the crafty Poker will be aware 
that dec (hi) is usually followed 
by ^machine code Goto 
(called a jump, or jp) if (hi) got to 
zero and the player died. The 
Z80 code for jump if the last 
thing It did had zero as a result 
is called jp z. 

Back to the back of the 
Spectrum manual, and voilal 
Code 202 is jp z, NN. The NN, by 
the way, stands for two bytes 
that are the address whlc|i it 
jumps to, and ain't so 
important. So we've got to look 
for a number 202 followed (after 
two bytes for the address) by 53. 

This is one way to do it - 
there are faster: 

10 CLEAR 30000 
20 LOAD CODE 
30 FOR F-30001 TO 65535 
40 IF PEEK F«53 THEN GO 


IDIOT'S GUIDE TO 
POKES 


40 IF PEEK F<>202 THEN GO 
TO 70 

50 IF PEEK (F+3)<>53 THEN 
GO TO 70 

60 PRINT ''Code at"; F 
70 NEXT F 

80 PRINT "Finished!": STOP 

Line 10 stops Basic from 
interfering with the code you're 
going to load in Line 20. this is 
the code just checks for 202 - 
dec (hi) - and, if it finds that, 53 
- jp z, it then prints any code 
just checks for 53 - dec (hi) - 
and, if it finds that, 202 - jp z. It 
then prints any address that 
matches. This will probably 
contain the code that ticks off a 
life... 

All that remains to write the 
Poke. Fortunately, It's very 
easy to tell the Z80 to do 
nothing for a bit. The code 0 - 
NOP - means precisely that, so 
we just write over the bit of 
code we've found with zeros. 

POKE (35133), 0: POKE (35134), 

0: POKE (35135), 0: POKE 
(35136), 0 takes care of that. 

Then save the new code on to 
tape. 

Now get the original tape, 
and load the game as usual. 

When the screen finishes 
loading, swap the tape for the 
one with your misbegotten 
masterpiece on. Then play the 
tape and load the doctored 
data. 

When the game starts, 
deliberately die. As well as 
confusing the aliens no end, 
you'll be able to see 
immediately whether you got 
the right bit of memory or not. If 
everything continues as it did 
before, then keep dieing until 
you run out of lives. If the game i 

stops as usual, or crashes in 
twenty different types of black 
then you've missed the vital 
point in the program and hit 
something else. 

This is where you have to be a 
little ingenious, and look for 
other mortality mechanisms. In 
particular, the jp z might not 
follow immediately after the 
dec (hi), or it might be a call z,nn 
(which does something similar 
to a jp z) or even a jr z,n (similar 
again). All the codes are in the 
back of the Spectrum manual, 
but if you're going to Poke in 
dead earnest the least you'll 
need will be a 'Z80 machine 
code for your Spectrum' book. 

But if it works - whoopie! The 
final step is to Install the four 
Pokes in the loader. Usually just 
before the Randomize User 
command. Then save the loader 
in place of the original one, and 
you have your very own hacked 
game. 

And there's a whole world full * 
of others, just waiting for you to 
pit your wits against. 

Hacking into games can be 
more fun than playing the 
thingIB 
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This is the 
magazine 
that answers 
the questiens 


• What is the iatest news concerning 
computing in education? 

• How good is the iatest business and 
education software? 

• is there any new simuiation or subject 
specific software? 

• How effective are the new 16 bit Micros? 

• Are extra peripherais worthwhiie? 

• What staff training courses are avaiiabie? 

• How can a computer appiication heip my 
subject area? 

• Wiii it save me time? 

• Wiii it enhance my teaching programme? 

• How are other coiieges using their Micros? 

• Can i get speciai discounts for educationai 
purchases? 


These and many other questions can be 
answered by EDUCATIONAL COMPUTING. 
Education has witnessed a major growth in the 
use of computers within secondary schools. 

As the number of subjects on the syllabus 
increases, so computers are successfully 
helping teachers in sciences, languages, arts, 
business studies and computer science. 

Just entering its sixth year of publication, 
EDUCATIONAL COMPUTING is the oniy com¬ 
plete guide to computing in education. 

EDUCATIONAL COMPUTING looks beyond 
the press release information offered up on 
new equipment and also avoids the technical 
jargon trap which is all too common in most 
publications. 

Instead it reviews and analyses all aspects of 
computing within secondary, higher and fur¬ 
ther education, making a quality judgement to 
help you make buying decisions. 


September 27th 1987. There is also a full 1987 year planner 
and timetable pages broken down by day and term. 

You can at any point cancel your subscription and we will 
refund the balance. The diary will remain your property. 

Subscribe now and receive a 
free mid-year diary 


^1 would like to become a subscriber to EDUCATIONAL 
COMPUTING and take advantage of your FREE diary offer. 

Subscription Rates 

U.K. £15.00 (price of 11 issues July/Aug joint) 

Overseas £26.00 (Europe) 

Overseas £35.00 (outside Europe) 

Cheques payable to EDUCATIONAL COMPUTING. 

Name. 


If you subscribe using this form, we will send you entirely 
FREE an Educational Computing/Dataday mid-year diary. 

The diary has been produced specifically with teachers in 
mind. It has a separate section for each day up until 


I enclose a cheque for Please charge my credit card 

£. (we accept Access/Visa) 

Card Name. 



Number 


Signature and date 


L 


Return to: EDUCATIONAL COMPUTING, Mag Services, 
EMAP, 30-32 Farringdon Lane, London EC1R 3AU. 













































APACHE GOLD 


egend of Apache Gold is 
one of two adventures 
written using the Graphic 
Adventure Creator by Incentive 
Software. 

For anyone who hasn't read 
the review of Winter 
Wonderland (elsewhere this 
issue), Incentive's GAC is their 
version of Gilsoft's Quill. 

Apache Gold is at least 
reasonably original. I can only 


think of one other adventure off 
hand that is set in the Wild 
West. But at the same time, it's 
a little too regimented. Things 
are very neat. In an adventure 
like this, you get the idea that 
someone has sat down and 
worked out the best solution. 
There's nothing really 
spontaneous or particularly 
inventive about it. 

The story Is as follows: you, 
Luke Warme, are a cowboy 


down on your luck. Hearing of a 
legend that says that the 
Apaches bury gold with their 
dead chiefs, and knowing that 
one has just died, you decide to 
do a quick bit of grave robbing. 
Not, I would have thought, 
particularly heroic, but then 
Luke seems hardly John Wayne 
material. 

So here you are in your dusty 
wagon. The first problem is to 
get the horse moving: the 
second is to escape the apaches 
who turn up. Actually, I'm not 
sure that you are supposed to 
escape them, as you get 
transported to their 
encampment remarkably 
quickly. Plus, it's very easy to 
escape the one guard they've 
left behind. This Indian at least 
seems more like one from the 
Beano than any real threat. 

You then find, much to your 
surprise that the Indians have 
gone out hunting lunch. You 
know this because they have 
left you a note telling you. This 
means that you are at liberty to 
explore the encampment and 
the surrounding countryside - a 
place of magic, mystery and 
some very strange furniture. 

The game plays well enough, 
and the graphics are OK, but 



Indian QURRD is Singing, to 
- ^^RPRCHE.HXH NEUER 
HRUE LIH FERR, EXCEPT UHEN UH 
SRERT UNITE SPIRIT PPPEPR! 
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LmRD S ays, ^^ y HITE HRN , HE ETRY 
'"UT I 
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REVIEW 


there's nothing really exciting 
here. The graphics are a bit 
repetitive too - rather too many 
wigwam interiors, I thought* 


FACTS BOX 

A bit dull and dis¬ 
appointing. Not one to 
lift your scalp. A lot 
more could have been 
done with the plot 

APACHE GOLD 
Label: Incentive 
Author: Peter Torrance 
Price: £7.95 
Memory: 48K/128K 


Reviewer: 






I OPERATION STALLION 


W rightchoice Software 
is a new name to the 
adventure field, but 
the company's first game. 
Operation Stallion, will look 
familiar enough to the 
eseasoned adventurer. Why 
might that be, I hear massed 
readers cry? Simple - like 
so many adventures for the jolly 
old Spectrum these days, it was 
written using Gilsoft's 
indispensable trio of adventure 
generating utilities. The Quill, 
Patch and Illustrator. 

I Let's start with the plot. 

Britain is being flooded with 
heroin, origin unknown. A 
villainous Chinaman, Chow 
King Kwok, is suspected of 
having something to do with it. 
Unfortunately, his brother has 
diplomatic immunity, and CKK 
, is operating from his house. 
Plus, there's a mole in the 
special investigation team who 
is tipping the baddie off to the 
police's every move. Someone 
has to get in to the house, find 
the evidence against CKK, 
identify the traitor, and 
terminate the drug-smuggling 
t oriental, with extreme 

' prejudice. Sounds like a job for 

(your name here), licensed to 
kill. 

\ On to the game itself. The 
graphics facilities have been 
k used well, especially with the 
i first location, a very well 
detailed government type 


FACTS BOX 

Not wonderful or abso¬ 
lutely dreadful though it 
seems a bit short on prob¬ 
lems so far. Worth a 
look, but a bit pricey 

OPERATION STALLION 
Label: Wrightchoice 
Software 
Price: £6.95 
Memory: 48K/128K 


Reviewer: 

bureaucrat's office. Nice tough, 
putting 00-whatever-you- 
happen-to-be In a pinstriped 
suit - we tend to forget that 
dashing James Bond is just 
another civil servant too. There 
seems to be an awful lot of 
doors in the first part of the 
adventure, all done in different 
colours, but looking pretty 
similar none the less. Apart 
from that, there's not that much 
else that springs to mind, 
graphics-wise. They're good, 
but a bit repetitive. The 
character set is good, very 
pleasing to the eyes. 

The parser is standard Quill, 
and is actually very good. It 


understands 'get all', for 
example - a lot of games make 
you list every object you want 
to pick up separately. 

As to the actual game, I can't 
tell you much more than that. 
I've finished the first part, but I 
can't get part two to load. It 
seems like part one is very 
short, with no real problems as 
such: the only thing that is likely 
to tax the brain is choosing 
what equipment to take with 
you. You get presented with an 
enormous catalogue with 
nearly 20 separate items. You 
only get to take a limited 
number. I'd guess that you 


aren't really going to know 
what to choose until you've 
played part two a few times. 

There may be more to find in 
part one - there's a door you 
can open, but can't go through. 
Imagine how frustrating it's 
likely to be when you discover 
that you've missed something 
vital from the typing pool, and 
you have to go through the 
rigamarole of loading in part 
one again, playing through 
the whole thing a second 
time, saving your data, 
loading two, loading in your 
data from part one and so 
on and so on . . .■ 
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Business Software 


ZXL PRINT III CENTRONICS-^ 
RS232 PRINTER INTERFACE ^ 


Interface 

Cable 


£29.95 

£8.85 


Enables your Spectrum 16k, 48k, Spectrum + or 128k [in 48k mode] to print on almost any dot 
matrix or daisy wheel printer with RS232 or Centronics input. Just plug in ZXL Print III and LPRINT 
and LLIST commands will work. COPY works without any additional software on Epson, Star, 
Brother Vtalters, Mannesman Tally, Taxan Kaga, Canon, Shinwa, Citizen, Epson compatibles 
and a full colour copy on Seikosha GP700. Optional extras are available for 4 Colour screen 
copies on CGP115, MCP40 8c 80, SCP80, and shaded screen copies for Epson compatible 
printers. 

ZXL Print III is also compatible with INTERFACE 1, VTX 5000 modem, OPUS Discovery and BETA 
interfaces. 


Inc VAT 



• WORD PROCESSING • PLUG IN FOR LLIST, LPRINT & COPY 

• PRINTS SPECTRUM GRAPHICS & UDG’s • HIGH RESOLUTION 
SCREEN DUMPS • TWO COPY SIZES ON EPSON & COMPATIBLES 

• PRINTS PRESTEL FRAMES WITH SUITABLE MODEM 

• COMPATIBLE WITH MICRODRIVES & INTERFACE 1 


COLOUR AND SHADED 
COPIES NOW INCLUDED 
WITH NO EXTRA CHARGE. 







SPECTRUM 48K BUSINESS SOFTWARE _ 


BUSINESS GRAPHICS 


MICRODRIVE CARTRIDGES 


■ 

■ 

■ 


BUSINESS PACK. £14.95p 

This suite of programs includes Soles Day Book, 
Purchase Day Book ana Business Bank Account. 
These programs are being used by over 1000 
companies to produce VAT and annual accounts, 
the Purchase and Bank Account programs allow 
for analyses under 17 subheadings. The Sales 
programs produce statements of outstanding 
invoices. Both Sales and Purchase programs 
calculate VAT. 

INVOICING. £15.00p 

This program will print out invoices, calculates 
discounts and VAT. The program will calculate 
totals from unit prices. Up to 50 accounts with 250 
outstanding invoices. 

SALES/PURCHASE LEDGER INVOICING £25.00p 

This program is for use on microdrive or Opus Disc 
only. The program will print an invoice using a 
built-in price list and post the invoice to your 
customer's account. Will also print price list, 
statements, labels, etc. 


WORDPROCESSING 


TASWORD THREE by Tasman £16 90p 

This new version of Tasword is supplied on 
microdrive with the following features 128 coiumr 
print out, tabs, page footers buffered fypmg 
page headers, full insert mode buiif mail merge 

TASPRINT by Tasman Software £9.90p 

Use this program with Tasword Three to produce 5 
different fonts on a dot matrix printer. 


SPREAD SHEET 


OMNICALC 2 by Microsphere £14.96p 

This is the long-awaited micro-drive version of 
omnicalc complete with histograms and many 
other features. 


STOCK CONTROL 


STOCK CONTROL. £10.95p 

Handles 900 lines, including details of supplier. 
Program has full search facilities enabling you to 
search and update all lines from one supplier. 


HISTO-GRAPH. £10.95p 

This program will enable you to present figures in 
histograms or pie charts. Displays 3 years as a 
direct comparison or 5 years to show a trend. A 
unique feature of this program is that all the figures 
can be printed with the histogram. 


UTILITIES 


DLAN by Campbell Systems £7.95p 

Use your Spectrum to sell your products. DIan will 
display messages in up to 11 different typefaces 
Will scroll text in any direction. 

TASWIDE by Tasman Software . £5.50p 

You can use this program within your other 
programs to display 64 columns on screen. 

MF-PRINT by Campbell Systems £6.95p 

Enables you to set a print format for your full-size 
printer within masterfile. Supplied complete with 
masterfile for £19.95. 

TASMERGE by Tasman Software £10.95p 

Allows you to transfer data from Masterfile into 
Tasword enabling you to use Tasword for mail 
merge. The program allows you to specify line and 
column of each field. For use on micro-drive only. 

TRANSEXPRESS by Romantic Robot £9.95p 

Micro-drive utility program which will enable you 
to back-up all your micro-drive cartridges, 

TASCOPY by Tasman Software £9.90p 

This program allows you to produce 3 sizes of 
screen copy using Interface 1. 


Blank microdrive cartridges £1.99p 

£22.45p 
£39.95p 


Microdrive storage box with 10 cartridges 
Microdrive storage box with 20 cartridges 



MONITORS 


Phillips 7502 


Ex VA^ Ir.c VA" 


Philips 7502 monochrome 
Philips 8533 RGB + C V 
Spectrum monitor lead 
Spectrum RGB interface 


£75.00p 

£250.00p 

£10.00p 

.£39.13p 


PRINTERS 


Dot Matrix 

Seikosha SP180A Centronic £179.OOp 
Brother M1109 £185.00p 

Epson LX86. £215.00p 

Taxan Kaga £250.OOp 

Epson FX85 . £368.00p 


£86.25p 
£287.50p 
£11.50p 
£45.OOp 


£205.85p 
£212.75p 
£247.25p 
£287.50p 
£423.20p 


’^0 


DAISY WHEEL 

Silver Reed EXP 400 £215.00p £247.25p 

Brother HR15XL. £430.43p £495.OOp 

Delivery of monitors & printers £5.75p 


OPUS DISCOVERY SOFTWARE 


DATABASES 


MASTERFILE by Campbell Systems £14.95p 

This is one of the best database programs 
available for the ZX Spectrum, This program has 
many uses in a small business. 

SUPERFILE. £14.95p 

This is a new database program that stores pages 
of text 64 columns x 22 rows. The program includes 
word processing and full search facilities. 

V-NOTCH. £12.95p 

Index and Catalogue System, for collections of 
photographs, recipes, books, knitting patterns, 
stamps, etc. Up to 3500 items per file full search 
facilities. 


SUPADRIVE 


£9.95 


This program supplied on microdrive 
allows you to format a cartridge on the 
spectrum with 100-105K, retrieve 
corrupted files or print a full catalogue 
showing addresses and start lines 
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ACCESSORIES 


Microdrive storage boxes ■. £4.95p 

RS 232 lead . £11.50p 

Monichrome monitor connector . £11.50p 

RGB monitor connector. £45.OOp 

Centronics interface. £44.90p 

3V2" floppy discs . £4.81p 

Continuous Paper 2000 sheets . £12.98p 

Continuous labels 1000 . £6.65p 

Add £1.30p post for label, £3.75p post for paper 


OPUS DISCOVERY DISC UTILITY PROGRAM 

£17.95p 
£25.OOp 
£19.50p 
£13.95p 
£21.90p 
£22.95p 
£14.95p 
£12.95p 

Histo-graph . £14.95p 

DIan £10.95p 

Transexpress . £14.95p 

Tascopy . £12.90p 


Business Pack . 

Sales/Purchase Ledger Invoicing 

Tasword Three . 

Stock Control . 

Omnicalc 2. 

Masterfile+ MFprint 
Superfile . . 

V-Notch . , 


All programs supplied on 3 1 2" discs 


DISCS 


10 X 31/2" blank discs 
Box to hold 12 discs . 


£27.OOp 
£5.50p 



TRANSFORM LTD (DEPT.SU3) 01-658 6350 
Mail order only. 24 West Oak, Beckenham, Kent. BR3 2EZ 
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Disc drives 
and genealogy 


■ have been using the KDOS 
system for sometime quite 
successfully in the parish using 
Masterfile and the wonderful 
Last Word. I'd like to upgrade to 
the 128K+2, but the Kempston 
disc l/F does not allow the 
128K+2 to initialise. Kempston 
have told me that they have no 
plans to modify KDOS. Do you 
have any ideas? 

On the gen ealogy front (see 
January gfl), the following 
produce Spectrum programs 
'Belgen' by Beltech, Stanmore 
Industrial Estate, Bridgmouth, 
Shropshire. WV15 5HP (07462) 
5420. Triplex' by Datasearch, 

10 Richmond Lands, Romsey, 
Hants S05 8LA (0794) 513676 
Rev Stephen Carter 
Hellesdon 
Norwich 

0 Thanks for the info. It's 
usually true that if you want an 
off-beat program for the 
Spectrum someone somewhere 
has written it already! 

Your problem is a little more 
difficult to solve. KDOS will not 
work with the 128K-h2. If you 
want to upgrade you'll have to 
buy a new disc system. The 
aptly-named Disciple might be 
appropriate - see the review in 
this issue. It will be compatable 
with both your existing 
software and whatever disc 
drive you're using. You'll have 
to copy all your files across 
though, as the Kempston 
format is different from the 
Disciple. If both a new computer 
and a new interface seems a bit 
much, then hold on. If enough 
people ask Kempston, they 
might well repent, and if 
enough people ask me I'll ask 
Kempston. You know my 
address. . . 

Can’t get a 
connection 

I 've got a Dixons Serial 8056 
printer, and I'd like to use it 
with a 48K Spectrum and 
Interface 1. My local branch of 
Dixons tells me there is a lead, 
but can't seem to get hold of 
one. Could you tell me where to 
try? 

Dave Small 

Burbage 

Wilts 

# Something I've found with 
Dixons and other chains is that 
they are often unaware of what 


Sinclair Surgery 

Spectrum on the blink? 
Rupert Goodwins has a cure 


other branches have. As the 
only source of the leads you 
want is Dixons, you could try 
other branches in your area. If 
that fails, then you will have to 
get a lead made up. You can 
either buy an 8056 QL/Spectrum 
+2 lead from Dixons, cut off the 
computer connector and fit a 9 
way D-socket, or just remove 
the connector from the printer 
lead already fitted and replace it 
with a 9 way D-socket. This 
usually involves soldering, so 
you, like Edmund Berry, might 
like to entrust this to a local TV 
repair shop. You'll need to 
connect A04 on the printer side 
to pin 3 of the Interface 1, 
likewise A07 to pin 4, and B04 
and B07 to pin 7. Soldering the 
plug on directly is to be 
preferred, as the square plug on 
the 8056 is notoriously prone to 
dodgy connections. Most 
people end up sellotaping it to 
the mating socket 


Multifacing 
with Opus 


■ bought a Multiface in 
November and, I have sent it 
back three times as I can't seem 
to use my Opus Discovery while 
the Multiface is connected. 

I've cleaned all the contacts 
with a rubber (Romantic 
Robot's suggestion), but to no 
avail, even with the Multiface 1 
off, which should make it 
invisible to everything, the 
Discovery just returns with disc 
1/0 error. Can you help? 

P Kastner 

Strood 

Kent 

0 A quick check with the 
Discovery's programmer 
(thanks Tarim) reveals that 
Multiface 1 and the Opus 
Discovery are designed to work 
together, but the Multiface 
must be plugged into the 
Spectrum first, and the 
Discovery plugged into the 
Multiface. If you do it the other 
way around, the things will fall 
out with each other something 
rotten. If, after doing that, 
things are still remiss then you 
probably have a Discovery with 
a subtle fault. It isn't unknown 
for faults in computers to leave 
normal working unaffected, 
only revealing themselves 
when a perfectly healthy 
peripheral is plugged in. If you 
get the chance, try the set up on 
a friend's Spectrum. If it works, 
then you've got a problem with 
your computer. If it doesn't, 
the problem is the Discovery 


Nasty noises 
with 128K+2 


A fter getting fed up with the 
squidgy keys of the 
Spectrum 48K, I decided I 
should buy a 128K+2. When I 
got it home and plugged it in, 
there was an unpleasant 
humming noise coming 
through the sound all the time, 
no matter how well I tuned in 
the TV. The only way to make it 
bearable was to turn down the 
volume to such a low level that I 
could hardly hear the music! 

Is my computer faulty, or is it 
the fault of the TV set? 

Ramsay Clark 

Achnamara 

Argyll 

0 It could be either, he said 
helpfully. I suspect the 
Spectrum, as I've heard (sic) of 
other people with the same 
problem. As you look quite a 
long way away from your local 
dealer. I'd suggest that you try 
and use an amplifier first. The 
sound output from thje 128K-h2 
(via the Sound socket) can be 
put through any audio 
amplifier. On some cassette 



players you can plug the 
Spectrum into the Mic socket 
and hear the sounds through 
the cassette's loudspeaker. The 
buzz you're hearing is probably 
a result of the process used to 
generate the TV picture, and the 
signal at the Sound socket 
should be unaffected. If that 
doesn 't work, then take back the 
Spectrum and make sure you 
hear the replacement working 
before leaving the shop 

meet Turbo? 

I s it possible to connect a Ram 
Turbo Joystick Interface 
between an AMX Mouse 
Interface and my ZX Spectrum 
without damaging the 
hardware? 

Karl Rowan 
Harwell 

0 It certainly is. The thing to 
watch out for is constant 
plugging and unplugging of 
peripherals; connectors and 


circuit boards for the Spectrum 
tend to be economically 
constructed and not suited for 
lots of insertions. With your 
selection of hardware there are 
no compatibility problems, and 
you can and should leave 
everything plugged in once and 
for all. Other people with 
addons that can't always be left 
added on should invest in an 
extension cable. This can be left 
plugged into the addon, and 
plugged in and out of the 
Spectrum. It's a lot cheaper to 
replace if it wears out 

Resoiution 
resolved 


M y Spectrum manual says 
that the Spectrum has a 
resolution of 256x176 pixels, 
but the leaflet for the 128K + 2 
says that it has 256x192 pixels. I 
though the two were the same 
for the display, but have 
Amstrad made it higher 
resolution? Will that stop 
games working, or will they just 
not use the extra resolution? 
Darren Colby 
La Defence 
Paris 

0 You were right in the first 
place, the layout and 
specifications for the Spectrum 
128K-h2's display is identical to 
all previous Spectra (?) (apart 
from a second screen that 
machine-code software can 
use). The difference in the two 
figures is due to the bottom two 
lines of screen that the Basic 
only uses for error reporting 
and Input lines. You can't Plot 
or Draw there, so they're not 
included in the resolution 
figures in the manual. Machine 
code programs can and do use 
these two lines like any others, 
so the figure was changed for 
the 128K+2 leaflet 


Help witli 
a hacksaw 


A t the moment I have a Saga 
1 Emperor keyboard and a 
Spectrum 48K. I'd like to get the 
Spectrum 128K, not the 128K + 
2, and I was wondering if it 
would work with my keyboard 
Mark Edwards 
Portishead 
Bristol 

0 Yes and no (great answers 
this month). Electrically the 
Emperor will work with the 
128K, but you'll have a few 
problems with the 128K's larger 
circuit board. And the various 
interfaces like the RS232 and 
the keypad will be awkwardly 
positioned, so you might have 
to perfom major surgery on the 
Emperor keyboard with a 
hacksaw. It depends on how 
bold you are and your expertise 
as a plastic surgeon. Me, I'd buy 
a 128K+2 
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SINCLAIR USER 
THE QUEST 
CONTINUES 


A ll was darkness and 
darkness was all. 
Misery was 
everywhere and 
there was much 
nashing of teeth 
caused by unseasonal weather 
conditions. From our of the east 
came a band of adventurers clad in 
all manner of rainment, much of it 
by famous designers. A motley 
collection, they were led by good 
King David, brother of Martin 
Luther. King David was much liked 
for his politically sound views on the 
rights of maidens and people of other 
lands, he rode on foot, saying 
horseriding exploited horses. "Hold 
hard fellow adventurers” suggested 
King David "we must rest awhile 
for I have matters of import to bring 
to you." 

And the adventurers did stop and 
commence to munching of all 
manner of burgers, fries and diet 
sunderies. King David did rise. "I 
have had a vision" and there was a 
muttering among the band who 
suspected much loopyness of their 
King. 

"1 have had instruction from the 
extremely mystic, all powerful Lord 
Telron of the grand council of Elvish 
Middlemanagement and Pixies” and 
there was much gasping at the name 
of the well known magician and 
amateur footballer. 

"He commands us to prepare a 
Book of Light, a book of utmost 
power with which to banish the 
misery from these lands." and there 
was much enthusiasm for the idea 
and all thoughts of "Oh God not 
another one” were banished. 

"And what should this book contain, 
oh leader" cried the multitude 


"Verily it must be fabby" said the 
right-on King "it should have ' 
astonishing revelations, perhaps the 
result of a Readers Poll" 

"Aye, in truth an excellent plan" 
said the throng in Kings-Singers- 
style unison" and a free poster to 
pull out and keep" they added 
harmonically. "And a feature on 
Role playing games and a special 
feature reporting on the coin-op 
show wherein all the most stunning 
new, soon to be licenced arcade 


games are first shown." 

"But my lord such a book, which 
would obviously contain more 
software reviews first, must surely 
have a goodly name" 

"Aye and lord Telron has already 
revealed that to he it shall be known 
as Sinclair User April edition" and 
all agreed it was a goodly title likely 
to reduce misery levels pretty 
significantly and there was much 
merryment and partaking of bacon 
double cheeseburgers. 


Sinclair User, The runic 
(5th Anniversary) edition out 

March 18th 
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ESCAPE!!! 

W ell ril vote Conservative (bit 
of politics, bit of poli¬ 
tics. . .) if Knucklebusters from 
Melbourne House doesn’t look 
exactly the same as Judge 
Dredd. 

Judge (!) for yourselves but 
what with the side-on view, the 
large graphics, the futuristic set¬ 
ting and the inordinate amount of 
violence, I reckon the phrase 
‘dead ringer’ isn’t too far off the 
mark. 

It’s set in a futuristic world 
where there are no prisons. The 
answer to crime here is to des¬ 
troy the personality of the per¬ 
petrator, thus removing any dan¬ 
gerous inclinations and turning 
him into an easy-to-handle slave. 

In the game, you are one such 
criminal. Robbed of your identity 
and stuffed into a metal suit, you 


ciently programmed than the 
last. 

Upon encountering one of 
these wretched androids, you set 
about him with fists and feet 
with a view to kicking him to 
bits. So much for jamming a 
piece of coat-hanger into the 
third electrode on the left. 

Scattered among the litter of 
this future world (Bang goes the 
‘robots will solve all our prob¬ 
lems in the future’ idea) are 
many useful items. These can be 
used to open doors etc. 

Melbourne House is pushing! 
the ‘devastating’ music as a ma¬ 
jor part of the game. Hmm. The 
Commodore version has music by 
the ace tonester Rob Hubbard. 
Whether the 128K+2 version will 
use the same music isn’t clear 
but on a 48K it’s going to sound 
pretty weedy. 

Streetdate: February. 

Price: £8.95 


decide that enough is enough 
and set out to change things. 
Standing on soap boxes and ges¬ 
ticulating isn’t gonna change a 
whole lot, so you set explosive 
charges all around the city and 
initiate your escape plan. 

Quite what your escape plan is 
is rather unclear. It seems to 


centre on running about the num¬ 
erous platforms and levels and 
getting into all sorts of scuffles 
with security androids. There are 
six zones which you must fight 
through in order to reach the city 
perimeter and freedom. Each 
zone is inhabited by a different 
type of robot, each more effi- 
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iiiuiinii ZUB’S SUCCESSOR liiiiiitiiiiiil 

A maurote comes from Master- 
tronic via Binary Design and 
looks completely fabulous. It’s 


set in a futuristic city which is 
divided into 25 sectors. The city 
is part of rapid new development 
that has sprung to life after the 
discovery of a remarkable new 
concrete substitute. 

It’s cheap and safe with no 
adverse effects on humans, in¬ 
sects, on the other hand, are 
another matter. They are strangely 
effected by radiation which was 
previously undiscovered in the 
concrete. It makes them bigger. 

Pretty soon, the whole place is 
overrun by giant insects. It’s up 
to you to guide a mechanical 
walker around the sectors, wip¬ 


ing them out. 

You drive around the streets, s 
lobbing bombs out of the top of ^ 
your walker. The main snag with s 
the bombs is that they bounce ^ 
until they hit something, and will = 
quite happily destroy buildings ^ 
and trees. ~ 

The toughest task is to kill off s 
the queen. There’s one at the 
centre of each section, and 
they’re extremely tough. 

You begin with a budget of 
around £5,000,000 with which 
you can repair your walker if it 
gets damaged. Obviously, your 
controllers won’t be too happy if 
you go over-budget. 

Streetdate: March. 

Price: £1.99 
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BREAKOUT 

Mk vrii 

H ere’s the new thing from 
those ever-innovative iatfs at 
Ocean, It’s an entirely new con< 
cept in computer gaming featur* 
Ing an original storyline and wild 
gameplay. (Now thaVs not strict¬ 
ly true, is it? - Ed). Oh alright 
then. As reported in News last 
month, it’s yet another coin-op 
comrersion. This time it’s a 
Konami game called Arcanoid 
which is heavily related to 
Breakout (pre-historic TV Con¬ 
sole derivation). 

I don’t quite know what the hig 
ttiithreila has to do with anything, 
but I’m sure it will turn out to he 
a splendid game. 

^eetdate: To be annnounced. 
Price: Probably somewhere 
around £7.95, maybe 


[MYSTERY 

f^odemasters is shaping up to 
|Vgive Mastertronic a run for 
their money in the value stakes. 
I Transmuter. priced at a barmy 
£1.99 is all about killing things. 
I It’s a scrolling shoot-em-up with 
15 levels from the people who 
I brought you the whizzaway BMX 
Simulator which was, interest- 
lingly enough, previewed last 
.month on these pages. 

I We’ve got absolutely no other 
■information at all except that 
^each time you shoot an alien you 
■can absorb some of the energy 
”from the explosion or something. 
iHmm. Check out the pic anyway. 

Streetdate: February. 

I Price: £1.99 
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♦ 

♦ 
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BUDGET BRAINACHE 


M ake of this what you will, 
but this is what Code¬ 
masters want you to know 
about its new game, Brnin 
Ache. 

“The entire crew of Rotar 1, 
an interplanetary mining vessel, 
laughed loudly at private Harry 
Jones - Brainache - as they 
sent him back to the Stella 
mines to collect his forgotten 
equipment. Would they ever 
see their fat friend again?” 
Streetdate: Unannounced. 
Price: £1.99 


WAVE THAT CRAZY BANANA? 


W ave that crazy banana? Oh - 
it’s not a banana at ail. For 
a moment it looked as though 
Firebird had gone all surreal with 
its new game. Willow Pattern. 
Instead it’s a hum-drum make-a- 
map style game involving the 
snoozy old plot that your granny 
insists on telling you while she’s 
washing up her totally useless 
‘crockery’. 

“You see this plate,” she 
would gurgle, “Well, it tells the 
story of two young lovers, Chang 
and Koong Shee. Now, Chang 
used to visit Kong Shee until her 
terrible father decided Chang 
was a bad influence on his 
daughter. He ordered his guards 
to attack Chang and keep him 
away from Koony Shee. So the 


couple decided to escape 
together and row away in a boat 
that was moored on the other 
side of the grounds. And that is 
what the picture on this plate is 
all about. Now, get out of my 


kitchen you horrible little brat or 
I’ll put you in the oven and have 
you for dinner.” 

What is this? Written by 
morons? Whatever, that’s the 
excuse Firebird has come up with 
for releasing yet another semi- 
martial-arts program with a bit of 
exploration and a useless sub¬ 
game. The bananas mentioned 
earlier turn out to sort of sword 
things but they are rather enor¬ 
mous, and your decidedly weedy 
character waves it in a very non- 
aggressive manner. 

Sounds like Firebird doesn’t 
seem to realise the increasing 
standard of budget software. 
Streetdate: February. 

Price: £1.99 



MIAMI MURDER 


I urder 


originates 
Dennis 
Fact 1: 


witk 


just 

to^ 

you 


very 

who-dunnit. 

The book 

of extra bits and bobs 
fake police files, 
other clues to help you work 
who committed a murder and 
then check it against the solu¬ 
tion in the back of the book. 

And the CRL game follows the 
same idea. It’s being program¬ 
med by the ever-dapper group at 
Delta 4, who brought you Bored 


•/ 



HOT SEAT 

a h honestiy. Dark Sceptre 
hasn’t even been released yet 
and Mike Singleton’s latest game 
has been announced. 

This time, Melbourne House 
will be launching it. (And there¬ 
fore will carry the can when it 
sails past thef elease date a ia 
Star Trek) 

Throne of Fire is billed as 
‘superheated strategic combat’ 
and Melbourne House says it is 
going to be very good indeed. 

We’ve yet to see anything of 
the game-play and have only this 
pic and the usual ludicrously 
convoluted storyline/instructions 
to go by. So far things don’t 
sound too promising. 

Throne of Fire is the 
umpteenth game to - if we are to 
believe what we are told -> push 
the Spectrum to its limits and 
involve revolutionary gameplay. 

It centres around three 
princes, each power-mad and 
very unpleasant. The princes are 
sons of the King Atherik. After 
the King’s untimely demise, each 
son claims that he is the rightful 
heir. Unable to come to a deci- 
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had Gonch not got the Walkman 
confiscated. He and Hollo must 
try and get it back from wherever 
it was hidden by the teachers. All 
the time they are faced with 
problems. There are three girls 
who roam in a gang, there’s the 
caretaker who patrols at night 
and there is the ever-present 
menace of drugs. The program 
looks to be along the same lines 
as many graphic-adventures, in¬ 
corporating some text along the 
lower half of the screen as well 
as the graphics. 

It’s been designed by the 
Deux Ex Machine author Colin 
Jones and includes hundreds of 
adventure style problems. 
Streetdate: Late February. 

Price: £9.95 


entirely cynical exercise. 

The main plot of the program 
is about two of the pupils, Gonch 
and Hollo who get up to all sorts 
of things that are not strictly 
above-board. This time, Gonch 
borrowed his mum’s Walkman in 
order to join the in-crowd at 
school, because he can’t afford 
one of his own because his mum 
isn’t a company director or a 
member of the Royal Family 
(pack it in - Ed). Anyway, his 
mum wants it back, right? I 
mean, what is she supposed to 
do in the house all day as she 
hasn’t got a job because she 
doesn’t want to work for useless 
money or be sexually harassed at 
work... (Ssnnnnnip - Ed). 

Well, everything would be OK 


corporating some text along the 
lower half of the screen as well 
as the graphics. 

It’s been designed by the 
Deux Ex Machine author Colin 
Jones and includes hundreds of 
adventure style problems. 
Streetdate: Late February. 

Price: £9.95 


(pack it in - Ed). Anyway, his 
mum wants it back, right? I 
mean, what is she supposed to 
do in the house all day as she 
hasn’t got a job because she 
doesn’t want to work for useless 
money or be sexually harassed at 
work... (Ssnnnnnip - Ed). 

Well, everything would be OK 
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of the Rings, Colour of Magic et 

Unlike the book, though, you ^ 
to fiddle arouijfl with 

cfl’dboard aniT 
. fNizz!). Jip 
I theip 
if you 

some OK-ish 
bags and bags of 
is Delta 4’s wont), 
we’ve seen is a screen- 
shot, but I’m sure it will be 
topping. 

Streetdate: February. 

Price: £8.95 


Sion, they start killing each p 
other. I 

Like the sound of it any more ; 
now? Me neither. 

The game can be played byj 
one or two people. The computer^ 
will control however many 1 
princes are not being guided by | 

' the players. If you control one, it ! 

- controls two. If you and a friend i 
control one each, it plays one. 

. You get the idea. 

Apparently there are a lot of| 
the usual magic objects whichj 
can be used in various ways. Yow 
can also call for assitance from : 
some mercenary types from the 
surrounding area if necessary. 
Alliances can be formed by two 
princes against the other. Be¬ 
cause it’s from Mike it couM^ 
brilliant. Then again It might not j 
appear till 1999. Bah! This! 
sounds so dreadful that I refuse | 
to waste any more space on It.; 
(Suffice to say that it features, 
some marginally impressive 
graphics and is intended to pro¬ 
vide more scope for strategy 
gaming on the Spectrum.) 

Right. That’s quite enough of 
that. 

Stwetdate: April (!!). 

Price: £8.95 


C heck out the picture. Read 
the text. Do you fancy the 
game? Grange Hill from 
Quicksilva is a licence deal with 
a conscience, from a company 
with a conscience. It’s about the 
kids, right? It’s about being at 
school, living your life, taking 
the knocks of Thatcher’s Britain. 
Every day facing the risks of 
drugs and death and all of that 
because your parents didn’t 
make millions by buying shares 
in a company sold off to the 
public that was already theirs in 
the first place and can’t afford to 
send you to the bastian of all- 
boys-together - the Private 
School. 

Sorry about that. Lapsed into a 
bit of left-wingery there. Any¬ 
way, Grange Hill is all about the 
TV show of the same name. And 
because both the show and the 
game make various forays into 
the dangers of drug abuse, it’s 
hard to regard the tie-in as an 


WHO CARES 
IF No 5 
IS ALIVE? 

T he plot of Short Circuit 

doesn’t for some reason parti¬ 
cularly appeal to me as a movie. 

See what you think of the 
storyline: (I reckon it’s 95% 
ropey, but then ET didn’t do a lot 
for me either). Number 5 is a 
robot. He’s part of a team con¬ 
structed by The Military for va¬ 
rious nefarious activities. In a 
freak accident (this is where it 
goes horribly off-beam) Number 5 
is zapped by something or other 
and - whammee! is endowed 
with human feelings. 

Things go dreadfully wrong for 
Number 5 when everyone discov¬ 
ers its secret and decide that it 
has to be taken back to the lab 
and pulled to bits in order to 
discover what went wrong. 

In Ocean’s game of the film, 
you - in case you hadn’t worked 
it out - are Number 5 (I’m not a 
number I’m a free will) and must 
avoid being caught by the va¬ 
rious factions which would 
rather you were a pile of nuts and 
bolts on a workbench. 

The game is in two jiarts - the 
first showing your attempted 
escape from the lab in quassi-3D 
style. The second is side-on and 
puts you outside the building on 
the run from the bad guys on your 
tail. 

On the way, you’ll have to 
work out how to operate the 
weapons and gadgets with which 


you’re armed in order to assist 
your bid for freedom. Things 
aren’t as easy as they sound. A 
fail-safe device was built into 
the robot, preventing it from 
being able to kill anything. 

Apparently it was a ‘box office 
hit’ in the States and therefore is 
either horribly cutesy absurdly 
violant/ridiculously hyped. 

I go for the first option be 


cause a) it’s not a very violent- 
sounding storyline and b) I’d 
never heard of it. 

The shorts we’ve seen so far 
are more exciting than Ocean’s 
last foray into the movie-game 
field ~ Top Gun, which was a big 
turkey on all counts. 

Streetdate: late February (re¬ 
member, this is an Ocean game.) 

Price: £7.95 























Reach an estimated readership of 250,000 users per month for as little as £6.00* (inc VAT) 

Or if you are starting your own small business advertise in the supermart for only £20.00 (inc. VAT) 

Yes, all you have to do is fill in the coupon below including your name, address and telephone number 
and send to: Supermart, Sinclair User, EMAP, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU 
Maximum 30 words. Your advert will appear in the earliest possible edition. 

































Name 


Address 


.Tel: 


Have you included the fee of £6.00* or £20.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 


*for second hand sales only 


Conditions 

The Advertisement Manager reserves the right to alter, reject or suspend an advertisement without assigning any reason. , k., « i 

Advertisements are accepted subject to approval of copy and to the right of the Advertisement Manager to alter, reject or cancel any order without explanation. The Proprietors are not liable for any loss from any 
cause whatever, nor do they accept liability for printers' errors. The Advertisers shall indemnify the Publishers in respect of any claim, cost and expenses arising out of any libellous or malicious matter or untrue 
statement in any advertisement published fpr the advertisers, or any infringement of copyright, patent or design therein. The placing of any order will be deemed to be «n acceptance of these conditions. 


Dear Goodly Merchant 
Tobacconist >0QQJ| 

(Newsagent), 

A h, ’tis a fine morn, Spring is a-comin in, are followed with their trusty Spectrum near at hand, 
and much merryment is in the hearts of 
good English folk. Not only for reasons . 

you already know; the sunshine glinting through the /■ nd why are the people described above looking 
treetops, the skipping hares and the return of Surprise ZA. forward with such anticipation to the middle- 
Surprise on the box (oh yeyl). No. The oncoming to-end period of each month? Around the 18th( ’Tis 

season of Spring promises far, far better things. owing to the fact that the 18th is the day that Sinclair 

User is to emerge from its mysterious citadel in The 
City. 

r he knowledgeable people of Fayrengdon and its Being a well-informed personage, / understand the 
surrounding counties are the happiest of all. outrageous d^^nd put upon men of your occupation 

Much taken with the idea of enjoying their time away to produce as if copies grew on trees. In order to 

from the dusty, learning establishments. These save myself the unbearable disappointment of 

individuals are known to enjoy nothing more of an possibly missing a copy of the most lively, informative 

evening than the manly pursuit of combatting those up-to-the-minute Spectrum magazine in the country 

skilled in the martial arts, or pitting their wits agains please reserve a copy every month. My name and 

fiendish overlords in adventure games. Such pursuits residence are shown below. 

■ Newsagent 

MMr,nrr,eic- - Pleuse reserve a copy of the most preposterously 

f .® aesthetic computer magazine, Sinclair User, each 

^ .I month. I’ll call in around the 20th of the month to 

b 'h 'b H H M M ill ■■ ■■ ■■ ill iii iii id collect it. 
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f^^TOTMPUTER 

repair 

®®rtP»»iLcEIMTRE 

^ Every computer 

repaired by us 
the only AMSTRAD/SINCLAIR'<»^ ic rnmniptpiv 
SPECIALIST recommended completely 

by Amstrad overhauled 

Repairs also undertaken for all the ^l^and tested 

following computers:- SPECTRUM, COMMODORE, befOre 

ATARI, BBC & IBM Compatibles. retum 

Three months no quibble guarantee I etUI . 


■ No high fixed price - you only pay what the repair 
actually costs. 

■ While-U-Wait Service - spare parts for all 
leading computers - available over 
the counter. 

■ State of the art test equipment 
to provide comprehensive 
test report and locate 
faults. 

■ All computers 
returned carriage 
paid and 
covered by 
insurance. ^ 


ALL PARTS 
STOCKED 

a selection of spares: 


COMMODORE SPARES 

6526-C.I.A £18.95 

6510-Processor £18.95 
6581-Sid Chip £18.95 
90611A-House Keeper 

£18.95 

901225-Graphic Rom 

£18.95 

901226-easiCRom £18.95 
901227-KemaiRom £18.95 
6569-VIC £29.95 

4l6A-Rams-4\/iemory £3.00 
Power Supply 
Transoformer £26.00 

VAT included £1.50 per 
order for postage & 
packing. 


SPECTRUM SPARES 

Keyboard membrane 
Spectrum £5.50 

Keyboard membrane 
Spectrum Plus 
membrane £11 95 
Metal Templates £5.50 
Keyboard Mats £5.50 
ZX81 membrane £5.00 
Service Manual £30.00 

ZTX650 £0.60 

ZTX213 £0.60 

Z80B CPU £3.00 

4116 Rams £1-48 

Power Supply 
Transformers £9.95 
ULA6C001 £16.50 
Rom £16.50 


DISCOUNT COMPONENTS 

e.g. Power Transformers 




a SEND YOUR COMPUTER 
with a Cheque/P.OyAccess 
or Visa Card number for the maximum fee 
enclosing the appropriate Free Gift Voucher. 

I FOR A WRITTEN QUOTATION just send 
£2.50 to cover postage 8i packing. 

Q Your Computer will be returned within 24 hours 
carriage and transit insurance paid with the 
balance of the fee and your FREE GIFT. 


Dept 26, Unit 4, M.E.B. Works, Windsor Road, 
Enfield, Redditch B97 6DJ. 

Telephone: 

REDDITCH 65671 


WE SET THE STANDARD BY WHICH EVERYONE ELSE IS JUDGED 








































4 FLYING FRACTALS ^ 

I r$ainazlii9wliat3liit0fiiialtlis space tlial mt many peeple 

can da. Koronis Rtft, along lt«ow atiaut Yon ate a sort of 
wift Eidolon amt Rescue on fernHstlc liink-dealer and yon fly 
Eractaius caused a consideralile aiauml in a clapped out Scout- 
stir a addle fiack adian tliey ciafl Imdcing for Intorestlui bits 
surfaced on miotlier umil-knawo- and bobs to colloct. 
bome-compuler. After beming about some rich 

They were tbe first proper pickiogs on a distant planet 
games to midca use of tbe ex« named Koronis, you set off with a 
traordinarily clever routines view to making a tidy sum on all 

known as Fractals. Tbey ware the unclaimed goodies. Things 

invented hy a cocky old French* are never as easy as Miey seem 
man mie day who decided that It (don't you know} and there are 
would be a good idea If every* lots of pardlan characters on 

dili^ was made up of smaller tbe planet who aren’t keen on 

rersfons of himself. you running off with all of dmir 

Years and years later Oeorge gear, 
ucas get borad with Star Wars TImt’s the haslc uteal: fly 
nd thought it wunid be a good aroimd be smfaca of tbo planet, 

lea to make some computer coKectIng aims, shlebis and 

antes, /bid so lucasfiim was vaiuPIo pods while staying out 

om. Being a bit of an academic of tbe wi^ of Bie over-prosmit 

imsolf, Boorp told his preg> girntdlans. 

luimers ail about Fractals and That's just about it It’s a 
lat they were very good Indeed. |az 2 ed*up flipt simuiator of 
Ire y 0 ii sum aimut alt ut this? - sorts mkh a few expiorative ola- 

d/. And so Kofonis Rift was moots and some rather inposs* 

W'fl- ivo graphics too. 

Right. That's enough history. Streatdale; Uto F^uary. 
ift Is set deep In the swlriy hits Price: £9.93 
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RANARAMA 


Send coupon to: Ranarama 
Smash Offer, Hewson, 56b Mil- 
ton Trading Estate, Milton, 
Abingdon, Oxon 0X14 
4RA, along with a cheque/postal 
order payable to Hewson Soft¬ 
ware Ltd, for £6.45. Offer closes 
March 30th, 1987 


MONTY 

VIDEO 

M ointy Mole, underground 
hero of our time, is back. 
Still on the run, he decides the 
only way out is to buy his own 
island where extradition treaties 
exist only in his nightmares. 

In Auf Wiedersehen Monty 
you get to bounce the Mole 
across Europe earning money 
from a variety of Eurowide but 
dodgy tasks. Europe is divided 
across more than 80 screens, 
mostly interlinked by^the tradi¬ 
tional bounding and trundling 
sprites. Sometimes, however, 
you have to take a plane. 

As with all Monty Games the 
traditional platforms and ladders 
ideas are presented with a large 
dose of humour - mostly involv¬ 
ing excrutiating visual puns like 
the leaning tower of Pizza (made 
of pizzas). 

There are even references to 
Moldavia where, if you are parti¬ 
cularly unlucky, you may meet 
Alexis Carrington... 

The 128K version will come 
with funky soundtrack and digi¬ 
tised speech. The 48K version 
won’t but both versions should 
also have a game editor that 
allows you to design your own 
screens. Sounds hopeful. 
Streetdate: March. 

Price: £7.99 


-PREVIEW. 




INDOOR 

SPORTS 

A s I’m not a big fan of sports 
simulations and even less 
keen on compilations, it was a 
tough task getting an unbiased 
‘angle’ on Advance’s new thing. 
Indoor Sports. 

Anyway, having wrestled with 
my inner self for a good five 
minutes, I came to the conclu¬ 
sion that it doesn’t actually look 
too bad, in fact, really. 

The crazee guys at ASPL (Adv¬ 
ance Software Promotions Li¬ 
mited - snigger) have retained 
the programming people who 
produced Hardball on the Spec¬ 
trum which was, if you recall, 
very good indeed. 

Indoor Sports promises to in¬ 
clude the following splendifer¬ 
ous features: 

• One or two player option! 

• Adjustable difficulty level! 

• Oh, that’s ail there is. (That’s 
not many! - says the entire 
readership) 

Anyway, here are four bits (or 
‘modules’ as Advance, wholly 
unpretensiously, call them) 
which are: 

• Darts! It’s up to the Oki as 
your alter ego (in a perfectly 




lovely green T-shirt) tries desper¬ 
ately to keep his arm steady 
after the 38 pints of ‘ale’. 
(Actually, this part looks quite 
good, as there are all sorts of 
things to take into account. 
Strength of shot, distance, wind 
chill-factor etc) 

• 10 Pin Bowiing involves all 
the usual kinda things. You’ll 
have to control how long your 
little man holds back his bowling 
ball (thus, for some obscure 
reason, determining the strength 
of the ‘roll’) and then guide the 
ball down the alley into the pins 
at the end. 

• Super Star Ping Pong was 
originally released on the C64 
from US Gold and was determined 
to be pretty OK-ish. 

• Air Hockey (hem, hem) is 
apparently very popular in Amer¬ 


ica - along with bad hamburgers 
and shooting taxi drivers - and 
therefore must be a good thing. 
It’s a bit like shove-ha’penny 
(ask your Grandad) only involving 
a v.smooth board, and loads of 
little air-jets which make the 
penny equivalents glide around. 
In the arcades it’s v/fast and v/ 
aggressive. 

Add all of the above ‘facts’ 
together and what conclusion 
must we draw? It looks quite 
good. Curses 

Streetdate: late February. 

Price: £8.95 


T he Last Ninja from the whol¬ 
ly, reputable System 3 Soft¬ 
ware follows the time-honoured 
storyline of a Bad Person, run¬ 
ning off with something that 
belongs to some Good People. 
You, as a Good Person must go 
and get the object. 

The only possible excuse for 
using such a phenomenally bad 
storyline as this is if the graphics 
and gameplay are very, very 
good. Since we’ve seen not-a-lot 
of the Spectrum version, it’s hard 
to tell. Anyway, it’s a sort of 
scroily-diagonal punch-up in 
which you have to locate the 
house (I’m sure there is a very 
impressive oriental word for 
house, but am unable to recall it) 
and get the object back from 
him. 

It’s not sounding very good, is 
it? Well, don’t go a-wandering 
off just at the moment. Not until 


I’ve told you about the other 
things in it anway. 

There is, obviously, your ener¬ 
gy level which can be reple¬ 
nished by eating things or col¬ 
lecting flowers or something. 
You’ve also got a variety of 
weapons. Upon being confronted 
by a mad brick-throwing Bad 
Person you must decide which 
weapon to clonk him with. 
Should you choose an iron bar, 
an iron bar with a point at the 
end or the old stand-by, the 
Shiruken? (Quick competition: 
How many times has Shiruken 
been used in this issue? 

From this Commodore screen- 
shot, we reckon that it looks 
rather good. Judge for yourself. 

Streetdate: “Soon” (Pah!) 
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HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY £19.95 



SPECIAL OFFER! 


Why not upgrade your ordinary Spectrum into 
the fantastic DKTronics typewriter keyboard 
for oniy £31.50 Including fitting, VAT and 
return post and packing. 
Normal recommended retail price 
^37^^ £49.95. Replacement printed 

V \ DK Tronics key 

sets £7.50 
including posts, 
packing. 


Update Your Rubber Keyboard 
to a New Spectrum^ 

Fitted for only £ 31.90 + £1.50 post & packing 
(Also D.I.Y. Kit available for only £ 24.95 
+ £1.50 post & packing) 

Your Spectrum repaired and upgraded to 
a Spectrum Plus for special offer price of 
£ 50.00 complete. 

Same day service limited offer 



SPECIAL OFFER! 


Why not upgrade your 16K Spectrum to a 48K 
for as little as £17.95 including VAT, post and packing. 

If you would like us to fit the kit for 
you, just send us £19.95 which is 
a fully Inclusive phce to cover 
all costs including return 
postage. 
Full fitting instructions 
supplied with every kit. 
Issue 2 and 5 only. 
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TEN -W REPAIR SERVICE 




★ While you wait service including 
computer spare parts over the counter. 

★ All computers fully overhauled and fully 
tested before return. 

★ Fully insured for the return journey. 

★ Fixed low price of £19.95 including post, 
packing and VAT. (Nota between price 
of really up to £30.00 which some of our 
competitors are quoting). 

★ Discounts for schools and colleges. 


★ Five top games worth £ 59.00 for you to 
enjoy and play with every Spectrum repair. 

★ We repair Commodore 64's, Vic 20's 
Commodore I6's and Plus4's. 

★ The most up to date test equipment 
developed by us to fully test and find all 
faults within your computer. 

★ Keyboard repairs, Spectrum rubber key 
boards only £8.95. 

★ 3 month written guarantee on all repairs 


BEST PRICES! / 





ARE YOU ANOTHER CUSTOMER - fed UP 
waiting weeks for your estimate? 

Need your computer repaired fast? Then send it now to the Number One Repair 
Company in the U.K.. or call In and see us at our fully equipped 2,500 square foot workshop, 
with all the latest test equipment available. You are more than welcome. 

We will repair your computer while you wait and help you with any of your technical problems 
Commodore computers repaired for only £35.00. Please note we gove you a 100% low fixed 
price of £19.95 which includes return post and packing, VAT, not a between price like some 
other Repair Companies offer. We don'taskyou to send a cheque infor the maximum amountand 
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for quality and 
speed, don't risk your computer to any other unauthorised repair centre. We dont just repair the 
_fault and send your computer back, we give your computer a;- 

OVERHAUL WITH EVERY REPAIR WE DO:- 

We correct colour, sound. Keyboard. Check the loading and saving chip. Put new feet on 
the base if required. Check for full memory, check all sockets including ear/mike and replace 
where needed. AN for an Inclusive price of £19.95 Including VAT, all parts, insurance and post 
and packing. No hidden extras whatsoever. We don't have to boast too much about our 
service as we have thousands of customers from all over the world highly delighted with our 
service. A first class reputation for speed and accuracy. Don't forget, we also now have a 
Service Branch in Manchester City Centre for while you wait service. 


ribbon cable to 
extend your ports for 
your peripherals 

£10.95 

plus £1.50p&p 





rubber MAT - -- - 

£6.50 piusci.50psp jl 

REPLACEMENT 
POWER SUPPLY 



SPECIAL OFFER! 


Cun Shot II Rapid Fire JOYStick and ' 
interface complete outfit. Normal 
recommended retail price £ 19 . 95 . if 
purchased together special offer 
of onlv£16.50including p& p » 

. JOYStick avaiiable as separate item£10.95| 
s Interface available as separate item i 


plusEl sop&p. 


Spectrum replacement 
power transformer 
suitable for all makes 
of computer £9.95 
plus £1.50 p & p 



D.I.Y. 

CORNER 

We regret we cannot 
show all the components 
available. Just give us a 
call and we can quote you 
over the phone, delivery 
by 1st class post. 


SPECTRUM SPARES 

Z80BCPU 3.00 

4116Rams 1.00 

ZTX650 0.60 

ZTX213 0.60 

Power Supply Transformers 9.95 
ULA6C001 16.50 

Rom 16.50 

Keyboard membrane 
Spectrum 5.50 

Keyboard membrane 
Spectrum Plus membrane 12.90 
Metal Templates 5.50 

Keyboard Mats 5.50 

ZX81 membrane 5.00 

Service Manual £30.00 


COMMODORE SPARES 

6526-C.I.A. 

6510-Processor 
6581-Sid Chip 
906114-House Keeper 
901225-Craphic Rom 
901226-BasicRom 
901227-KernalRom 
6569-VIC 

4164 Rams-Memory 
Power Supply 
Transformers 
All our prices include VAT, but please add 
£1.50 on each order to cover post, 
packing and handling charges. 


Spectrum keyboard 

membranes 

£5.50 plus £1.50 p & p 

Spectrum Plus spare 
keyboard membranes 
£12.90 plus£l.50p&p 
ZX 81 membranes 
£5.00 plus £l.50p&p 



ViDEOVAULT HEALTH WARNING!!! 

Sending your computer to any other Repair Centre can seriously Damage Its Health 


fully 

, I^^PAIRSO , 

I and tested 

I ON MOST 

advanced 
, test 
fOUIPMENTl 
I W EUROPE! 



140 High Street West, Clossop, Derbyshire SK13 8HJ 
Tel: 04574-66555/67761 Head Office & access orders, queerles, 
Manchester 061- 236 0376 while you wait repair centre only. 


c copyright Videovault Ltd. No. 682121 


























































SUPERMART 


TO ADVERTISE IN THE SUPERMART 
PLEASE CALL JACQUI POPE ON 01-251 6222 


NEW TAPE UTILITY 9 


This program gives a tape back-up of most software. Even converts most jerky 
loaders to normal for reliable loading. Manages very long programs (even 51k!), fast 
loaders, etc, etc. State type of Spectrum when ordering (48k, 128k etc). £6.99 on tape 
(£4.99 if updating) 


NEW TRANSFER PACK 3 - FOR TAPE TO DRIVE 


A software system to convert many TAPE based programs to your DRIVE (no matter 
what type) + OTHER UTILITIES. Most jerky programs are EASILY converted to drive. 
Pack has at least 7 programs! Opus/Beta owners add £1 for OPTIONAL extra program. 
State TYPE of Spectrum + name of DRIVE when ordering (eg 128k and Microdrive). 
£11.99 on TAPE OR £12.99 on m/drive cartridge. (£6 if updating). 

INFORMATION SHEETS - £1 each - approx 8 transfers of popular programs per sheet 
- needs TP3. Up to No 25 available. SPECIAL OFFER - No's 1-20 only £4.50. 
MICROTRANS - for m/drive to m/drive back-up -t- tape to drive (inc headerless) - does 
not convert programs. Includes MICROTAPE and RUN programs. ONLY £3 on TAPE. 
£4.50 on Cart. For any Spectrum. 

CODE COMPRESSOR - £3.50 

Overseas: add £1 Europe, £2 others each product. SAE for details. 

NO RISK! - ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates) 


LERM, DEPT SU, 11 BEACONSFIELD CLOSE 
WHITLEY BAY NE25 9 UW (Tel 091-2533615) 
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AT LAST THE REAL McCOY 

FOOTBALL 
DIRECTOR 



ONLY AVAILABE ON SPECTRUM 48K OR + 

FOUR LEAGUES: 20 TEAMS EACH: 38 GAME SEASON: HOME + AWAY: FA/ 
LEAGUE CUPS: REPLAYS: EUROPEAN/U.E.F.A/CUP WINNERS CUP; 2 LEGS; 
AGGREGATE: PENALTIES; PLAYERS; MORALE: SKILL;FIELD POSITION; 
SCORED: CONCEDED: PLAYED: FIXTURE LIST: PWDLFAPts: SCOUTS: COACH: 
PHYSIO: YOUTH TEAM: GAMBLE: SUBSTITUTIONS: SENDING OFFS: 
POSTPONMENTS; MIDWEEK GAMES; MORE THAN 1 WEEK INJURIES: FREE 
TRANSFERS: RETIREMENTS; BUY/SELL SHARES: 3 PLAYER TRANSFER 
MARKET: INTERNATIONALS; EUROPEAN TOURS: 3 LEVELS: MANAGER RATES: 
£1,000,000 PLAYERS; PRINTER OPTION: 8 RESERVES: PROMOTION: 
RELEGATION: WEEKLY NEWS: BORROWING; MORTGAGE; SAVE GAME: 
INTEREST: TAX: SPONSORS: FULL RESULTS: SEASON TICKETS: NEXT GAME: 

GATE MONEY: SEASON COUNTER: TV CAMERAS: CROWD VIOLENCE: 
MANAGER APPROACHES: TESTIMONIALS: WEEK’S PROFIT; LMTG COUNTER: 
WAGES: INTERNATIONAL COMMITMENTS: NAME/TEAM EDITOR; LEAGUE 
TITLES + MUCH MORE 

2 PLAYER SUPER LEAGUE 

MANY OF THE ABOVE FEATURES BUT 2 TEAMS CAN PLAY IN THE SAME OR 
DIFFERENT DIVISIONS: INCLUDES LOCAL DERBYS: LOAN/FREE TRANSFER 
CASH SETTLEMENTS: INCREASED TRANSFER MARKETS: MANAGER OF THE 
MONTH AND TOP SCORER LEAGUE 

INTERNATIONAL MANAGER 

QUALIFIYING GROUPS: WORLD CUP: EUROPEAN CUP: TOURS: BOOK YOUR 
FIXTURES: FRIENDLIES: HOME + AWAY; MATCH REPORTS: SUBSTITUTION: 
NEXT FIXTURE: PLAYERS: MORAL: FORM: TALENT; CONSISTENCY: CAPS: AGE; 
AVAILABILITY: SUSPENSION: INJURIES; RETIREMENTS; SCORED: WORLD 
RANKING: SEASON COUNTER: EXTRA TIME: PENALTIES; SAVE GAME AND 
PRINTER OPTION: BOOKINGS: SENDING OFFS + MUCH MORE 


RECORDS FILE 


COMPATIBLE WITH ALMOST ANY 

LEAGUE TABLE: ESPECIALLY 
DESIGNED FOR FOOTBALL 
DIRECTOR & 2 PLAYER SUPER LEAGUE: ENTER YOUR END OF 
SEASON DATE AND IT WORKS OUT: BEST TEAMS: TEAMS AVERAGES: 
RECORDS; TITLE WINS: HOW MANY SEASONS PLAYED AND OTHER 
INFORMATION (This is not a game) 


PLAYING TIPS 


ALL THE TIPS YOU NEED TO WIN AT 
EITHER FOOTBALL DIRECTOR, 2 


PLAYER SUPER LEAGUE OR 
INTERNATIONAL MANAGER £ 1.00 

EACH GAME £4.99 ANY TWO £9.50 
ANY THREE £14.00 ALL FOUR £18.25 
Enclose Cheque/PO + Large SAE with 20p stamp 
attached per cassette 

D & H GAMES 

19, MELNE RD, STEVENAGE, HERTS, SG2 8LL 
MAKES THE OTHERS LOOK LIKE THE SUHDAY 
LEAGUE 


COMPUTER SPARES 

SINCLAIR/AMSTRAD 


/COMMODORE 

ROM CHIPS 

CMOS CHIPS 

RAM CHIPS 

74LS CHIPS 

ULA’S 

VOLT REGS 

MEMBRANES 

Z80CPU 

POWER SUPPLY’S 

DFSKITS 

TEMPLATES 

EPROMS 

MODULATORS 

SERVICEMANS 

SPEAKERS 

TRANSISTORS 

RIBBONS 

TUBES 

DISC’S 

KEYBOARDS 

TRADE COUNTER OPEN 
MON-SAT 9.30a.m.-5p.m. 

Just phone 
your order SET 

through, we _ 
do the rest ^ 

Order from Govt. Institutions, 
Schools, Nationals etc., 
accepted with official order. 

TEL; 0254 390936 


P.V. TUBES 
104 ABBEY ST. 


ACCRINGTON LANCS 
BBS 1 EE 
Telex: 635562 
GriHin G (For P.V.) 



IKIDDISOFTI 

IS BACK! 

COMPUMAG FOR 
4 to 8 yrs. 

48k SPECTRUM 
£3.99 

KIDDISOFT, 

5 Nanpusker Road 
Hayle, Cornwall 


STOP 

PLAYING GAMES 

Use your computer to make money. Turn your 
hobby into a home-based income. Full and part 
time opportunities to cash in on this tremendous 
market. High earnings easily possible. Open to 
any amateur micro user and gamer. Write for free 
details. 

Westlink Promotions C.D. 
108 George Street, Edinburgh 
EH2 4LH 


SPECTRUM REPAIRS 

Spectrum repairs £18.95 including 
parts insurance and P/P. 

Send your computer with cheque or PO 
for £18.95 and description of the fault to: 

SUREDATA (SU) 

45 Wychwood Avenue, 
Edgware, Middlesex. 

Tei: 01-951 0124 


HINTS POKES MAPS 


'Stunning value” — Tony Bridge, Popular Computing Weekly 

The monthly handbooks packed with tips, pokes, 
hints, maps, solutions, gossip, latest reviews, 
competitions and much more 

ADVENTURERS HANDBOOK 
(CBM/Spec) £1.00 
SPECTRUM ARCADE HANDBOOK 
(48/128) £1.00 

or for even better value take advantage of our reduced 
subscription rates 3 issues £2.75; 6 issues £5.00; 12 issues 
£9.00. Send cheque or P.O to 


H & D SERVICES (SU), 
1338 ASHTON OLD ROAD 
HIGHER OPENSHAW 
MANCHESTER M11 1JG 
TpI nfil .37n .Rfififi 


TURBO TIPS 

MEGA ISSUE 

Solution to Souls of Dorcon Subsunk. Hunchback 
the Adventure - Emerald Isle. Valkyrie 17 + loads 
of reviews, tips, pokes, maps, features and more ... 

plus 20 free ready to run pokes. 

If you send a cassette for just £1.00 to: 

TURBO TIPS 

6 Turndale Road, Bromley 
Stockport, Cheshire SK6 3LA 


48k SPECTRUM 

Fed up with ordinary fruit machine games? 

☆ NOW ☆ 

A fruit machine simulation with the most up-to-date 
features, sound and graphics 

FRUIT 2010 

^ for fruit machine experts to fun plapers 
ri- The most attvancer! am! realistic fruit machine 
simuiation 

- Lots of features including multiple odds, max 
nudges - plus lots more 

Please send £6.95 which includes P&P 
Cheques or PO to ROSSWARE SU1 
646 London Road, Westcliff, Essex SSO 9HW 
FOR FAST DELIVERY 
Sottware from ROSSWARE 


Spectrum S/w Bargains 

Software Projects each £1.50 

Quest for tyres - Thrusta - Astronut - Orion 
McKenzie - Lode Runner 128K - Jet Set Willy II 

Mikro-Gen each £1.00 

Everyone's a Wally - Spectool - Deffendar - Tai Pan 
■ Lazor Warp - Cruiser Attack - Land of Fagon 

Oxford Computer Publishing (pre-micro drive) 
each £2.50 

Address Manage + 80, Address Manager, Finance 
Manger + 80 

Finance Manager full screen editor assembler 
Artie each £1.00 
Gobbleman, Galaxians 
Quest each £1.00 
Violent Universe, The Black Hole 
Legend each £2.00 
The Great Space Race 
Profisost each £1.00 

dangler. Space Missile Command, Pingo 

BRUCE EVERISS 
50 High Street, Edgware 
Middx HAS 7 EP 

Mail order only. Prices inc P&P 
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SPECTRUM REPAIRS 

We expertly repair Spectrums 
for £17 inclusive of parts and 
labour and return postage. 

Spectrums upgraded to 48K 
for £34 inc. P&P. All keyboard 
faults cost only £12. 

RA ELECTRONICS 
133 London Road South 
Lowestoft, Suffolk 
Tel: (0502) 66289 


SPECTRUM HOSPITAL 
+ NOTTINGHAM + 


Fast 24 HR Turn Round 

Full 3 months Warranty 

REPAIRS 


Spectrum 128K . £19 

Spectrum 16 4K . £17 

Interface 1 . £19 

Microdrive . £18 

Keyboard . £9 

Power Supply Repairs . £6 

NEW SPECTRUM UPGRADES 

Complete Rubber Keyboard Unit . £15 

16K to 48K Memory . £20 

Old Rubber Keyboard to new Spectrum 

Plus Keyboard Unit . £29 

Above Spectrum Plus Keyboard 

Upgrade along with Spectrum Repair 

a t Special Offer Price . £43 


All prices inclusive of parts. VAT & Insured Return Postage 
Please send cheque or P 0. with unit to: 

SPECTRUM HOSPITAL 

Centralised Services, Piccadilly, 
Bulweil, Nottingham NG6 9FN 


TEL: 0602-751153 


48K SPECTRUM UTILITIES 


1 MICRODRIVE MANAGEMENT & RECOVERY Copy any 
type of files or cartridges, even on one drive. Sensible CAT, 
analyse problems, recover corrupt files 

2 RAMDOS MICRODRIVE OPERATING SYSTEM Random 
access, screen edit, search, sort facilities. V/rite your own 
software. Demonstration programs supplied. 

3 FREE TEXT DATABASE (USING RAMDOS) Easy to use, 
multi-purpose, address book, diary, letters. 

4 ASSEMBLER, DISASSEMBLER, DEBUGGER On-line 
machine code learning, teach yourself booklet 1 to 4 each 
£9.75 MD cartridge, 4 also tape £7.95 

ROYBOT SU4, 

45 Hullbridge Road, Rayidigh, Essex SS6 9NL 

Write or tel: 0268 771663 for leaflets. 


FREE MEMBERSHIP Spectrum Software 
Hire, latest titles originals only. Send a 
SAE for your membership kit to: Spectro- 
hire. Spectrum Software Club, 27 Colville 
Terrace, Nottingham NG1 4HL 
ZX81. Wanted 32K or 64K Rampack to fit 
ZX81 Contact Mike Freke, 64 Main Road, 
Cleeve, Bristol BS19 4PF. or Phone Yat- 
ton 832591 

TURBOBAUD TRANSFORMS Basic/ 
Mcode programs into turboloaders. Twice 
normal speed. Unusual loading. Borders. 
Includes header reader and autorun. Dis¬ 
able utility. Over 100 already sold £4.95. 
P.E.S 81 Jutsums Lane, Romford, Essex. 
BINGO! For Spectrum 48K with currah 
speech unit. Speaks and prints randomly 
generated numbers. Order now! Tape £3. 
M.D. Bradley, 22 Ridgewood Gardens, 
South Gosforth, Newcastle Upon Tyne, 
NE31SB 

FOR SALE SPECTRUM PLUS, recorder, 
joystick, plus 10 software. Also Timex 
printer 2040 plus two games, chess, ex¬ 
ploding fist. Hardly used. Ideal for xmas 
£110. Tel: 01-892-9474 after 6pm. 
SOFTWARE EXCHANGE. Swap your 
used programs. Free membership. Huge 
program base. Spectrum/CBM 64. SAE 
Please for fast reply with details. Hun¬ 
dreds of satisfied members. UKSEC (SU) 
15, Tunwell Greave, Sheffield S5 9GB 
LOOK! Joystick Bargains posted immedi¬ 
ately. Cheetah 125+ £6.25, Mach 1 
£12.95, Quickshot 2+ £9.95, 48/128K 
Interfaces £7.95, P&P 50p. Cheques, 
P.O.’s-G.D. Computer Tapes, P.O. Box 
106, Gloucester SAE for catalogue. 
SPECTRUM SOFTWARE All the latest 
software at very competitive prices. Call 
now 09276 2673 also pokes on a tape 
loads of them, saves you having to type 
them out. 

LET SPECTRUM 48K increase your 
earning power. Learn from cassettes. 
ANALOGUE ELECTRONICS 3 programs 
£9.50. DIGITAL ELECTRONICS 6 prog¬ 
rams £16.00 Lancing Technical Services 
Ltd., 54 Grand Ave., Lancing, W.Sussex 
BN15 9PZ. 

EDUCATIONAL SOFTWARE for Spec¬ 
trum 48K upwards. Maths, Language and 
Games. Children aged 4 to 8. Cassette, 
microdrive or Opus. Concept series avail¬ 
able. B.Seymour, 25 Chatsworth Gar¬ 
dens, Scarborough Y012 7NQ. 


MAIL ORDER ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to the 
British Code of Advertising Practice. In respect of mall order 
advertisements where money is paid in advance, the code requires 
advertisers to fulfil orders within 28 days, unless as longer delivery 
period Is stated. Where goods are returned undamaged within 
seven days, the purchaser’s money must be refunded. Please 
retain proof of postage/despatch, as this may be needed. 

Maii Order Protection Scheme 

If you order goods from Mail Order advertisements In ths magazine 
and pay by post In advance of delivery, Sinclair User will consider 
you for compensaton if the Advertiser should become insolvent or 
bankrupt, provided; 

(1) You have not received the goods or had your money returned; 
and 

(2) You write to the Publisher of Sinclair User summarising the 
situation not earlier than 28 days from the day you sent your 
order and not later than two months from that day. 

Please do not wait until the last moment to inform us. When you 
write, we will tell you how to make your claim and what evidence of 
payment is required. 

We guarantee to meet claims from readers made in accordance 
with the above procedure as soon as possible after the Advertiser 
has been declared bankrupt or insolvent up to a limit of £10,000' 
per annum in respect of ail insolvent Advertisers. Claims may be 
paid for higher amounts, or when the above procedure has not 
been complied with at the discretion of Sinclair User, but we do not 
guarantee to do so In view of the need to set some limit to this 
commitment and to learn quickly of readers’ difficulties. 

This guarantee covers only advance payment sent in direct 
response to an advertisement in this magazine (not, for example, 
payment made in response to catalogues etc, received as a result 
of answering such advertisements). Classified advertisements are 
excluded. 


COMPLETE MICRODRIVE SYSTEM. In¬ 
terface 1 and 2 microdrives, 36 micro- 
drive cartridges, 2 microdrive boxes, 
Mirate microdrive version 3.0 for Trans 
Express Software. Worth £235. Sell 
£110. Write to Mr S. J. Nutting, 7 
Narrow Close, Histon, Cambridge CB4 
4XX. 


HARDWARE ODDS AND ENDS Saga 
Emperor keyboard £19. DK Tronics 3 
channel sound unit £14. Curran Micro¬ 
speech £14. Ferguson RGB Interface 
£14. £14. ZX printer and 7 rolls of paper 
£24. Write to Mr S. J. Nutting, 7 Narrow 
Close, Histon, Cambridge CB4 4XX. 
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F ilms and programs Gremlin 
would most like to see 
turned into computer games: 

• 9 V 2 Weeks (System 3) - you 
play Mickey Rourke. You move 
Mickey around his designer flat 
collecting objects - ice cubes, 
chilli peppers, honey, and blind¬ 
fold. If you collect all the objects 
within 9 V 2 weeks Kim Bassinger 
comes out of your closet and 
starts wandering around the 
flat. You must throw objects at 
her. 



Mickey Rourke goes for the Bonus 


mmum top tun nappest ^ 
i mommoHAt tgpisl. 

ij • Little rubber bat on a string - 

Domark, Friday 13th 

# Kiss me Quick hat with Mug- 
sy written on it - Melbourne 
House, Mugsy 

# Case including embossed 
glasses, wine and a video pre¬ 
sentation - Atiolasoft, them¬ 
selves 

# Fluffy Piranha - Piranha, 
themselves 

# Mug with frog on it - Hew- 
son, can't remember 

# Various Police items - Argus, 

' Police game 

I # Useless mechanical hand - 

' Beyond, Psytron 

# 'Free' software with +2 - 
Amstrad, +2 

# Spurious software 'club' - A 
lot of people 

# Blood capsules that burst - 

I Domark, Friday 13th 


i 



INTO THE 
EAGLE’S NEST 


Send coupon to: Eagle’s Nest 
Smash Offer, Pandora Software, 
Mercury House, Calleva Park, 
Aldermaston, Berks 2G7 4QW 
along with a cheque/postal order 
mande payable to Pandora Soft¬ 
ware for £6.95. Offer closes 
March 30th, 1987 
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GREAT QUOTES THAT 
NEVER HAPPENED — 


# Hannah and her Sistersj 

(Mikro-Gen) - you play Woody 
Allen (a wacky sprite), movej 
Woody around the New York 
intelligentsia. Make sure you I 
keep control of Woody's 'neuro¬ 
tic rating' by regular visits to thei 
shrink and by collecting the 
Valium scattered around. Win^ 
the game by finding a meaning 
to Woody's life. ' 

# Breakfast Time (Mosaic) - a 
strategy game. You are control-' 
ler of Breakfast Time and must 
try to win the ratings battle with' 
Good Morning Britain. Hire and 
fire staff (sending them off to do 
kiddie's programs or fashion 
shows as a last resort), decide 
whether presenters should 
wear comfy pullovers and do 
items on skate-boarding ducks 
or dress in sober business suits 
and bore everyone to tears. 

# Secret Society (Delta 4) - 
Hilarious adventure game romp 
through the Qfficial Secrets Act. 
Located in the offices of BBC 
Scotland is the top secret infor¬ 
mation used to create a TV 
series. You are a well known 
govenment, can you collect the 
magic powers (the spech-al 
branch is po-lis, sec-shun two) 
necessary to stop the BBC from 
showing programs and pretend 
that it's nothing to do with you? 

# Come Dancing (Ocean) - vio¬ 
lence and mayhem as you, con¬ 
trolling Peggy Spencer's Latin 
American formation dance 
team, attempt to wipe out the 
nimble-footed competition. No 
place for the faint-hearted - use 
a variety of 'dirty tricks' to en¬ 
sure your place in the final. 

# My Little Pony (Mirrorsoft) - 
fast moving arcade game as 
you try to wipe out the entire 
family of 'bathroom fittings' col¬ 
oured pony friends before the 
horrible theme tune drives you 
mad. 

# Care Bears (Melbourne 
House) - the Care Bears have 
gone beserk. Having spent far 
too much time being sickening- 
ly nice, psychosis has set in and 
the Care Bears are destroying 
the world. Can you get them to 
see an animal psychologist in 
time? 

Finally, here are series of TV 
tie ins Gremlin rejected as being 
too ludicrous and preposterous 
to be included here: Benny Hill, 
Eastenders, Adrian Mole, It's a 
Knockout, The Archers. 


Alan Sugar 


going to be a gigantic flop and 
I'm pulling the plug on the 
project right now" 

(Sir Clive Sinclair shortly before 
launch of C5). 

I 

» 

"Your computer doesn't 
work! Call Amstrad! Call the 
salesman responsible! We're 
going to get this problem sorted 
out If it takes all night." 

(Dixons to a humble punter). 


C harts are funny old things, aren't they? With merely a brief look 
at one, it is possible to make judgements about the state of a 
civilisation. And so. Gremlin ponders the trends in the gaming 
market, and comes up with the following list of programs that will 
be top next Christmas next year. 

In reverse order, of course: 

(5)Startrek Rainbird 

(4) Dark Sceptre Beyond 

(3) 49p Classics Elite 

(2) Journey to Milton Keynes Magnetic Scrolls 

(1) Frogger (the official version) Ocean 


"Look chaps we can't put a 
tape recorder as unreliable as 
that one in one of our products 
- it just isn't fair on the general 
public" 

(Alan Sugar to +2 development 
team). 

"Having thought about it 
some more I can't imagine what 
madness overcame me, it's 


[ / knew we should have changed at Camden 


S pace . . . the final frontier. 
These are the voyages of 
^the computer game Star Trek, 
|its five year mission - to boldly 
Ltake longer than any other com- 
Pputer game licensing deal has 
ktaken before it. (Cue hairspray 
'advert music.) 

Now that the movie Star Trek 
NV (the one which according to 
ixhe promotional adverts seems 
[to be entirely set on a tube train) 
y\s almost with us Gremlin 
[thought it was time to inaugu¬ 
rate 'Star Trek watch'. 

Relax, this does not involve 
(seeing Lieutenant Witherspoon 
^urn into a slug monster again. 


nor do you have to watchi 
women to whom James T. is" 
attracted disappear into ai 
sludge of soft focus for the ninel 
hundredth time. No need eitherJ 
to hear Scotty say 'she canna" 
take it capt'n,' Bones say 'I'mi 
just an ole country doctor,' andi 
Spock declare things to be illo-^ 
gical. 

The idea of 'Star Trek watch'i 
is this: every month Gremlin^ 
will look for any sign of the 
Spectrum version of the mega^ 
epic game that 'was being heic 
back to release in time with the^ 
movie'. Gremlin will report or 
the latest developments. Beam^ 
me up Watson. 





































'"God it's absolutely dire isn't 
it. How we could manage to 
make the one micro program on 
the BBC so absolutely irrelevant 
to 99% of the people who 
actually use computers in the 
home escapes me. The problem 
is that we are completely out of 
touch with the real world." 
(Spokesman responsible for 
Micro Live.) 

"Listen, the game is absolute¬ 
ly terrible but I'm supposed to 
promote it anyway. Would 
lunch help?" 

(not a few PR people to jour¬ 
nalists). 

"After a couple of weeks 
you'll completely give up trying 
to learn to program the thing 
and you'll just be using it as 
games machine. The whole 
'educational tool' thing is just a 
fraud perpetuated by computer 
manufacturers. The average 
home computer has almost no 



A BBC Spokesman 

educational significance what¬ 
soever" 

(The shop salesman to earnest 
parents about to buy a compu¬ 
ter.) 

:(c :ic sic :ic ^ ^ 

"Of course if the +3 is very 
successful and gets back-up 
software we will drop the +2 
immediately" 

(Amstrad to the world). 



Mark Cale: Mr Personality 


N ews reached Gremlin of pe¬ 
culiar activities at a recent 
party held by Activision. Charm¬ 
ing debonair man-about-town. 
System 3 owner Mark Cale 'as 
bin a bit of a norty boy, Gawd 
bless 'im'. Cale very nearly 
brought the world Twister 
Mother of Harlots before he 
found out what a harlot meant 
and brilliantly changed the 
name of the game to Twister 
Mother of Charlotte (sister of 
Abigale and daughter of Victor¬ 
ia) and promoted it with a fema¬ 
le dance team who may or may 
not have taken all, most of, or 
some of their clothes off at the 


PCW show a while back. On 
with the story . . . 

At the Activision party young 
Mark managed to pour drink 
down the dress of C.H (a per¬ 
fectly pleasant normal looking 
woman who much against her 
will gets voted 'cutie of the year' 
in tawdry awards ceremonies). 
The general opinion was that it 
was a deliberate act. 

Seeking vengeance a produc¬ 
tion woman named Pam pro¬ 
ceeded to smother Mark'sY- 
fronts in ice cubes to general 
applause. If only every sexist 
idiot could be so treated . . . 



CAPTION COMPO NO 5 


L ast month's special novice 
caption competition drew 
some of the best entries 
yet seen in this or any other 
such competition. Lots of peo¬ 
ple had the little robot and the 
Spectrum being related in some 
way but Gremlin preferred 
those offerings that made use 
of the fact that the robot actual¬ 
ly seemed to have a very du¬ 
bious expression on its electro¬ 
nic visage. Runner up - so near¬ 
ly a winner - was the simple but 
sublime "Does the tape recor¬ 
der work?" - scepticism there 
from Andrew Campbell but the 
winner for its outraged tones of 
Aylesbury and implied com¬ 
ment on PR scams is this from 
Mr R.W. Miles of Broadstone, 
Dorset. "Sod the publicity 
you're not wiring me up to 
that". Great stuff, money will be 
trudging Its way toward you. 




hat d'you get if you cross a Morris dancer and a short, thick 
plank with an ancient ZX-81? Another Gremlin Caption 
compo. There's £20.00 for the winner who comes up with the most 
original caption based on this charming scene of rustic bliss -taken 
in Milton Keynes. 

Send your offering to Gremlin Caption Competition No 5, Sinclair 
User, Priory Court, 30/32 Farringdon Lane, London, EC1R 3AU. 
Entries must reach us by March 6th. Don't be late. 


Name 


Address 


Caption (max 12 words) 


SINCLAIR USER MARCH 1987 
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FREE 


GAMES 


When you subscribe to 

SINCLAIR USER 


Charity begins with us, forget about 
the T.V., forget about the Video, 
forget about the wind up stereo and 
your dad's 78's. We've just solved 
all your problems for the whole of 
1987. 

For just a measley £15 (if you live 
in the U.K.!) you can get 12 jam- 
packed issues of your favourite 
computer mag. 

Noted scientists have recently 
discovered that if you read every 
word in each issue at approximately 
40,000 times slower than light whilst 
crossing the equator in Concorde it 
will leave only 3.333 hours recurring 
until the next month's issue arrives. 

Never fear, to fill in those few 
desperate hours we're chucking in 
completely FREE one of the new 
Elite games. 

Choose between the 3D 
adventures of Space Harrier in 
the fantasy zone or summon up 
another scooby snack with Scooby 
Doo, Shaggy and others who 
nobody ever remembers. Or if 
you're a real glutton try the Hit- 
Pak, 4 great games in one or the 
fearsome Ikari Warriors. 

Simply whack back the coupon to 
us and we'll send your free game 
and start your subscription with the 
issue you request. 

1987's gonna be so dull without it! 



SINCLAIR USER/ELITE 
SUBS OFFER 

Please start my subscription from the 
.issue. 

Tick appropriate box: 

EH One year £15 U.K. & Eire 
EH One year Europe £28; 

£35 Rest of World (Surface Mail) 
EH One year £60 Rest of World 
(Air Mail) 


My choice of FREE Spectrum 48 game 
is: 


EH Scooby Doo 
[H Space Harrier 
lU Ikari Warriors 

EH Hit Pak — Commando, Frank Bruno's 
Boxing, Bombjack, Airwolf. 


I enclose my cheque/postal order 
payable to: SINCLAIR USER 

for£. 

Please debit my Access/Visa Account 

Amount £. Expiry Date. 

Card Number. 

Name. 


Your FREE game will be sent under 
separate cover please allow 28 days. 


Address 



Return to CARL DUNNE, ELITE SUBS OFFER, Magazine Services Dept, 
EMAP, 30-32 Farringdon Lane, LONDON ECIR 3AU. 


Signed 
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FROM ALL GOOD 


The HIT SQUAD have 
.put together FOUR 

\ }: 

r\ Blockbusters h 

\ \ for this NEW // 


compilation 


FeatuiingT^ 
d ARIEL DOGFIGHTS 
JUNGLE COMBAT 
(p\ MAKTIALAKTS y 
0\ and of coutse... / 
- AGHOSTBUSTING!! / 

1 , \ All in one special / 

C -lA twin - cassette / 

- nA / 

ACOMMODORE / ( 

W'# A SPECTRUM / 



T COMMODORE AMSTRAD " 

if. p-I 


CASSETTE DISK CASSETTE DISK 

£9-95 14-95 £9-95 14-95 
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again to find out what went wrong. 
The president of Nova Robotics wants 
to capture him before the weapons he's 
carrying kill millions of civilians. 

r l And the security chief wants to 

blow him up so that he can get 
home in time for dinner. 
YOU are Number Five...YOU are alive 
and YOU have got to stay that way! 


It was a one-in-a-million accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he’s alive! 

Now the scientist who put him 
together wants to take him apart 
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Ocean Software Limited 
Ocean House • 6 Central Street • Manchester ■ M2 5NS 
Telephone 061 832 6633 • Telex 669977 Oceans G 
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Short Circuit is a trademark of Tri-Star Pictures, Inc, and PSO Presentations. 
T 1986 Tri-Star Pictures, Inc. and PSO Presentations. All Rights Reserved. 
























